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Introduction 


THE BASIC object in the endgame is to promote a Pawn, 
and get a new Queen. An extra Queen on the board gives a 
player a superiority in material which is usually decisive. 

A good part of this book is devoted to King and Pawn 
endings, where the win is achieved by turning a Pawn into 
a Queen. I agree with Purdy, who says, “Without knowing 
something of the ending King and Pawn against King, one 
cannot call oneself a chess player.” 

Other sections of the book feature the Knight, the Bishop, 
the Rook, and the Queen in important roles, either in helping 
a Pawn become a Queen, or in themselves engineering mating 
combinations. 

The terms in all positions are “White to play and win.” The 
purpose is to maintain uniformity, so that White’s Pawns 
move up the board in all cases. 

The book is designed to improve the skill of the practical 
player who is interested in winning the ending clearly, simply 
and efficiently. The dilettante, though, who revels in artistry 
in an ending, has not been neglected. Many fine compositions 
whose chief purpose is to entertain have also been included. 
Thus, the author hopes, all needs will be served. 


The Pawn 


FASCINATED by the subtle strategy 
to be found in Pawn endings, I have in- 
cluded enough to satisfy the most avid 
student or the most ardent connoisseur. 
The latter will revel especially in the 
splendid endings by Grigoriev. 

If there is one thing to be learned in 
Pawn play, it is that the King is a pow- 
erful piece. The King must be used ag- 
gressively. 

No. 3 is a basic position in King and 
Pawn against King. The winning idea is 
easy enough, but it must be understood. 

Simple Opposition is illustrated in Po- 
sitions No. 3 through 10, No. 13, No. 
15 and No. 33. Incidentally, No. 9 and 
No. 10 show a couple of interesting 
King wanderings. 

Distant Opposition (where one King’s 
influence on the other is felt the length 
of the chessboard) is beautifully demon- 
strated by Grigoriev in No. 66. 

Delightful finesses in King and Pawn 
against King and Pawn endings are 
found in positions by Moravec No. 19, 
De Feijter No. 21, Grigoriev No. 23, 


Duras No. 24 and Grigoriev No. 26. 

Surprising key moves are those in 
Dedrle No. 16, Maiselis No. 18, Mand- 
ler No. 25, Grigoriey No. 27, Ebersz 
No. 47, Crum No. 50, Moravec No. 58, 
and Chekhover No. 68. 

Impressive enough to qualify as mas- 
terpieces are the compositions of Ché- 
ron No. 44, Grigoriev Nos. 46, No. 53, 
No. 62, No. 63, No. 69, No. 78, De 
Feijter No. 93, and Isenegger No. 94. 

Piquant play marks the Grigoriev 
No. 10, Grigoriev No. 59, Rey No. 61, 
Grigoriev No. 64, Kupczewski No. 67 
and Fontana No. 73. 

Amusing ideas abound in Grigoriev 
No. 51, Moravec No. 58, Sackmann No. 
82, Horwitz No. 84, Troitzky No. 85, 
Rinck No. 88, Lapin No. 89, Neumann 
No. 90, Rinck No. 92 and Moravec 
No. 97. 

The theme of Triangulation is neatly 
illustrated in Nos. 40 and 41. 

Saavedra No. 101 is of course an old 
favorite, and could hardly be omitted 
from an endgame anthology. 
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PROMOTING the Pawn will win 
easily for White. With King and 
Queen against King, the process of 
forcing mate is elementary. 

Can the Pawn advance at once, or 
will it be caught by Black? Let’s try 
moving the Pawn and see: 


1 P-R4 K-B5 
2 P-R5 K-Q4 
3 P-R6 K-K3 
4P-R7 K-B2 
5 P-R8(Q) 

White wins 


We can thus play out the moves 
(mentally, of course) or get the an- 
swer by a simple count. The latter 
method tells us that after four moves 
the Pawn will stand at R7, and Black’s 
pursuing King at his B2—too late to 
stop the Pawn from Queening. 


WHITE 


to play 
and win 


ie 
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CHERNEV 1960 


WHITE cannot win by merely ad- 
vancing the Pawn. A little prepara- 
tion is needed. 

A simple count shows that the 
Pawn can reach R7 in four moves, 
but that the pursuing King, rushing 
back along the diagonal, will head it 
off at Kt2. 

The play would be: J P-R4, K-K5 
2 P-RS, K-Q4 3 P-R6, K-B3 4 P-R7, 
K-Kt2 and the Pawn is lost. White 
must try other means: 


1 K-BS! 


This prevents Black from moving 
along the diagonal to stop the Pawn, 
and threatens to win by 2 P-R4, 3 P- 
RS etc. 


: ce K-K6 


Black seizes a new diagonal and is 
ready for this continuation: 2 P-R4, 
K-Q5 3 P-RS, K-B4 4 P-R6, K-Kt3, 
and he wins the Pawn. 

2 K-KS! 


Interferes with that little idea, and 
once again threatens to win by push- 
ing the Pawn. 


Distt K-Q6 


Now if 3 P-R4, K-B5 4 P-RS, K- 
Kt4 and Black draws. 


3 K-Q5! 


Cuts Black off a third time from 
pursuing the Pawn. 


Di tate K-B6 


This gives White a last chance to 
start the Pawn prematurely. If now 
4 P-R4, K-Kt5 nails the Pawn down. 


4 K-BS! 


This is decisive! Black’s King is 
shut out completely. The continua- 
tion (regardless of anything Black 
does) will be 5 P-R4, 6 P-RS, 7 P- 
R6, 8 P-R7 and 9 P-R8(Q). 

White wins. 
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7 y Z THE key to the win: 
NO. 3 Va a __ LU 4 Move tis King, not the Pawn! 
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Vo The King must clear a way for the 

y & a Y,| Pawn to come through. He does this 
by taking the opposition: he moves 
to a face to face position with Black’s 


WY O] oO 
WHITE |} _ io "" “a King, and forces Black to give way. 


2 


NY 

ae 

on 
a" 


Y Yy Uf Y 
Uj % 


2 


motes to a Queen. 

Without this preparation, advanc- 
ing the Pawn does not work. For in- 
stance: J] P-K6, K-Q1 2 P-K7ch, K- 
K1 3 K-K6, (to protect the Pawn) 
and Black draws by stalemate. 

The proper technique: 


1 K-K6! 


The Kings face each other, and 
White having the opposition, forces 
Black to give way. The King that can 
compel the other to yield ground 
either by retreating or stepping aside, 
is said to have the opposition. 

This is now for White the ideal po- 
sition in King and Pawn endings. He 
wins no matter whose move it is. 


1... K-Q1 


Or 1... K-Bl 2 K-Q7, K-B2 
3 P-K6ch, K-B1 4 P-K7ch, and wins. 


2 K-B7 


From this square, the King not 
only controls K8 (the square on 
which the Pawn becomes a Queen) 
but is also in position to escort the 
Pawn on its way up. 


a 


to play V7 VA Y Y White can then seize control of K8, 
and win WY U/ “a the square on which the Pawn pro- 


a 


(a // 


ee K-Q2 
3 P-K6ch K-Q1 
4 P-K7ch K-Q2 
5 P-K8(Q)ch 

White wins 


WHITE wins this ending by getting 
the opposition, and maintaining it. 


1 K-BS 


Strong, but obviously forced, as his 
Pawn was in danger. 

The Kings face each other with one 
square between them. White has the 
opposition, since his opponent must 
give ground by retreating or stepping 
to one side. 


Pooks K-B1 
2 K-Bé! 

Best, since it maintains the opposi- 
tion. White must resist the temptation 
to move closer to the Pawn. This 
would be the consequence: 2 K-K6, 
K-K1 3 P-Q7ch, K-Q1 4 K-Q6, and 
Black draws by stalemate. Note in 
this and similar positions that the 
Pawn must reach the seventh rank 
without checking in order to win. 


288% K-K1 
3 K-K6 K-Q1 
4 P-Q7 K-B2 
5 K-K7 


White wins 
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ANOTHER song to the same tune. 
White uses the force of the opposition 
to help his Pawn reach the Queening 
square. 


1 K-Q5 K-Q2 
2 K-BS 


If Black could meet this by 2. . . 
K-B2, he would have the opposition. 
This being impossible, he sets a little 
trap. 


2 is K-Q1 


He hopes that White will play the 
obvious 3 K-B6 (moving closer to 
the Pawn) whereupon 3... K-B1 
4 P-Kt7ch, K-Ktl 5 K-Kt6 draws. 


3 K-Q6! 


This gives White the opposition 
and assures the win, since the Pawn 
will now reach the seventh rank with- 
out checking. 


E enn K-B1 

4 K-B6 K-Ktl 
5 P-Kt7 K-R2 
6 K-B7 


White wins, as the Pawn will 
Queen. 


D WHITE wins this ending by using his 
z. = Ua 2 King aggressively. The King heads 
for QB6, an ideal King and Pawn po- 


4 “a ZA ee . . . . . 
GY (Yl|_ sition, since it wins with or without 
a ba=y 


the move. 
1 K-Kté! 


The only move to win. Moving 
1 P-BS instead allows J... K-B2 
2 K-Kt5, K-K3 and Black will win 
the Pawn. 

After the actual move, White has 
the opposition and by maintaining it 
makes the winning process child’s 
play. 


Eons K-B1 
2 K-B6 K-K1 
3 K-K6 K-Q1 
4 K-Q6 


Black never gets a chance to ap- 
proach the Pawn. 


4... K-B1 
5 K-B6 


An endgame position worth re- 
membering, since White wins no mat- 
ter whose turn it is to move. 


D5 %s K-Ktl 


If instead 5... K-Q1 6 K-Kt7, 
(seizing control of the Pawn’s Queen- 
ing square) K-K2 7 P-BS, and the 
Pawn cannot be stopped. 

6 K-Q7 K-Kt2 
7 P-BS K-Ktl 
8 P-B6 K-R2 
9 P-B7 


White wins 
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Z WHITE plays to get his King in front 
WF Plays to g 8 
NO. 7 | Ua “a Ga UN of the Pawn. The position is then a 


_ Wa, ae win, no matter whose move it is. 
al ne Ee Wa 1 K-B7! 


W There is no win after J P-Kt6ch, 
WHITE | “S ae “e Ee K-R1 2 P-Kt7ch (2 K-B7 stalemates 
to play ae — a a. Black) ran 3 KKt6, and Black is 
and Wik Y, YY YY y, stalemated. Notice that the Pawn 


7 Y Z 7 : check at the seventh rank does not 


win unless White controls the Queen- 
ing square. 

Ten eis K-R1 

2 K-Kté! K-Ktl 

3 K-R6 K-R1 

4 P-Kt6 K-Ktl 

5 P-Kt7 


The winning idea. The Pawn 
reaches the seventh rank without 
checking. 


Decide K-B2 
6 K-R7 


Seizes control of Kt8, the Pawn’s 
Queening square. 
6... K-K2 
7 P-Kt8(Q) 


White wins 


NO. 8 a ae 
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WHITE plays to get the opposition. 
This will place his King in a dominat- 
ing position, force Black to retreat, 
and clear a way for the Pawn to come 
through. 


1 K-K4 K-K3 


White’s position is ideal. His King 
is in front of the Pawn with one 
square between them. In cases such 
as this, where he does not have the 
opposition, he can wrest it from 
Black by gaining a tempo with a 
Pawn move. 


2 P-K3! 


Shows the value of having a square 
between King and Pawn. The spare 
move leaves the position of the Kings 
unchanged—but it is Black’s move 
and he must give way! 


Date’ K-Q3 
3 K-BS K-K2 
If instead 3. . . K-Q4, the proce- 


dure is 4 P-K4ch, K-Q3 5K-Bé6!, 
K-Q2 6P-K5,K-K1 7 K-K6, and 
White wins. 


4 K-KS 


Seizes the opposition. Black must 
retreat or step aside. 


Care K-Q2 

5 K-B6 K-K1 
Or 5... K-Q3 6P-K4, K-Q2 
7 P-KS, K-Ql (7... K-Kl 8K- 


K6) 8 K-B7 and White wins. 
6 K-K6 
as White has a 


The simplest, 


forced win no matter whose move it 
is, and no matter whether his Pawn 


stands on K2, K3, K4 or KS. 


6... 

7 P-K4 

& P-KS 

9 K-Q7 
10 P-K6ch 
11 P-K7ch 


White wins 


K-B1 
K-K1 
K-B1 
K-B2 
K-B1 
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TO CLEAR a path for the Pawn, 
White must maneuver his King to a 
dominating position in front of the 
Pawn. He does so interestingly enough 
by having the King take a walk along 
the diagonal! 


1 K-B2 K-Kt3 

2 K-K3 K-B4 

3 K-Q4! K-K3 

4 K-BS K-Q2 
If instead 4. . . K-K4 5 P-Q4ch, 
K-K3 6 K-B6 (but not 6 P-QSch, K- 
Q2 7 P-Q6, K-Q1 8 K-B6, K-B1 9 P- 
Q7ch, K-Q1 and Black draws) K-K2 


7 P-QS5, K-Q1 8 K-Q6 and we have a 
familiar win. 


3 K-Q5 K-K2 


White could now ruin things by 
6 P-Q4, K-Q2, and Black has the op- 
position and draws. 


6 K-B6 K-K3 


Or 6...K-Q1 7K-Q6 and 
White wins. 


7 P-Q4 K-K2 
& P-Q5 K-Q1 


On 8... K-K1 9 K-B7 ends it. 
9 K-Q6 


White wins 
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GRIGORIEV 


WITHOUT the aid of the King, who 
makes a little trip, White’s Pawn 
could never get to the Queening 
square. 


1 K-Kt3 


If instead J P-Kt4 (starting out un- 
escorted) K-B4 2 P-Kt5, K-Q4 3 P- 
Kt6, K-K3, and the Pawn is lost. 


| ee K-B4 
2 K-B3 
Here too, and for the next few 


moves, advancing the Pawn permits 
Black to capture it and draw. 


Diva, Js K-Q4 
3 K-Q3 K-K4 
4 K-K3 K-B4 
5 K-B3 K-Kt4 
6 K-Kt3 


Sometimes the way to ensure the 
Pawn’s progress is to get right in its 
way! 


0%. as K-B4 
7 K-R4 K-B3 
8 K-RS K-Kt2 


Or 8... K-B4 9 P-Kt4ch, K-B3 
10 K-R6, K-B2 J] P-Kt5, K-Ktl (11 
. . . K-B1 12 K-R7) 12 K-Kt6 and 
White wins. 


9 K-Kt5 K-B2 
10 K-R6 K-Ktl 


If 10... K-B3 11] P-Kt4, K-B2 
12 P-Kt5 as in the previous note. 


11 K-Kt6 
White wins 
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IN ORDER to win (and this applies 
to all endings where the passed Pawn 
is on the Rook file) White must pre- 
vent Black’s King from getting in front 
of the Pawn, since that always ends in 
a draw. He must also (this may seem 
strange!) guard against having his 
own King boxed in! 

These are the drawing possibilities: 

A] 1 K-Kt6, K-B1 2 P-R4, K-Ktl 
3 P-RS,K-R1 4 P-R6,K-Ktl 5 P- 
R7ch, (nothing else is any better) 
K-R1 6K-R6 and Black is stale- 
mated. 

B] 1JK-Kt6,K-Bl 2K-R7, (to 
prevent 2... K-Ktl) K-B2 3 P- 
R4, K-B1 4 P-RS, K-B2 5 P-R6, K- 
B1 6 K-R8, K-B2 7 P-R7, K-B1, and 
White is stalemated. 

The way to win is to use the King 
agegressively—keep Black out of B1 
(and any drawing chances) com- 
pletely. 


1 K-Kt7! 


After this move, Black has no play 
at all. 


Tee ss K-Q2 
2 P-R4 K-Q3 
3 P-RS K-B4 
4 P-R6 


White wins. The Pawn marches 
gaily up to become a Queen. 
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THIS looks like an easy win, since 
the connected Pawns are never in 
danger. If the rear Pawn is captured, 
the other one advances. However 
there remains the danger of stalemat- 
ing Black. 

White solves the problem by re- 
membering that one Pawn ahead is 
enough to win. 


1 K-B4 K-Kt2 
2 K-B5 K-R1 
3 K-Kt5 


If White tries 3 K-K6, then after 
3... K-Kt2 4K-K7,K-R1, his 
King must not come any closer. 


ae K-Kt2 
4 P-R8(Q)ch! KxQ 
5 K-B6 K-Ktl 
6 P-Kt7 K-R2 
7 K-B7 

White wins 
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HORWITZ 1851 


DOUBLED Pawns are often an ad- 
vantage in the endgame if only for the 
fact that one of the Pawns may give 
up his life for the other! 


I P-Kt7 K-R2 


Careful, now! If White moves 2 K- 
B7 he allows a draw by stalemate, 
while 2 P-Kt6ch, K-Ktl lets the win 
slip forever. 


2 P-Kt8(Q)ch!  KxQ 
3 K-Kt6 
To get the opposition. 
Big at K-R1 
Or 3...K-Bl 4K-R7 and 
White wins. 
4 K-B7 K-R2 
5 P-Kt6ch K-R1 
6 P-Kt7ch 
White wins 


No. 14 R Wi 


“ 
ie 


y 


to play Za 


and win || Ss. Ly 
Um BB 


ALLGAIER 1795 


THE isolated Pawns look weak and 
helpless. They are perfectly safe. An 
attack on either Pawn is parried by 
advancing the other! 


1 P-R4! 


Now if Black plays J... KxP 
the reply is 2 P-RS, and the Pawn 
cannot be overtaken. 


Toes K-B4 
2 K-Kt3 
But not 2 P-B4, KxP nor 2 P-RS, 


K-Kt4. It is important not to advance 
the Pawns prematurely. 


2... K-Kt3 


Here too against 2. . . K-BS, the 
Pawns stay put while the King moves 
closer by 3 K-B3. 


3 P-B4 K-R4 


The reply to 3. . . K-B4 would 
be 4 P-RS. 


4 P-BS K-R3 
5 K-B3 K-Kt2 
6 P-RS K-B3 
7 P-R6 K-B2 
8 K-K4 K-B3 
9 K-K5 K-B2 
10 K-QS5 K-Ktl 
11 P-B6 K-B2 


If 71. . . K-R2 12 P-B7 wins. 
12 P-R7 


White wins 
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7 ; THERE is a lesson in this ending for 
YF 8 
no. 15 |} Wa Ws all 1! those who “take first and think it 
g j j over later.” 
gee Z Z da Neel, 1 K-B4 K-R2 


If instead ]. . . P-Kt4ch 2 K-BS, 
WHITE : P-Kt5 3 K-K6, P-Kt6 4 P-B7, K-Kt2 
to play . Ze (on 4... P-Kt7, White Queens 
¥ Y W yp : 7 : : 
ee re 7 . | = 2 with check) 5 K-K7 and White wins. 
2 K-Kt5 K-R1 
= = 3 K-R6! 

Taking the opposition wins; taking 

the Pawn does not. 


Bis ec K-Ktl 


Or 3... P-Kt4 4 P-B7 followed 
by mate. 


4 KxP K-R1 
3 K-B7 K-R2 
6 K-K8 


White wins 


PROKES 1946 
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DEDRLE 1921 


1 K-Kt1! 


A CURIOUS way to go after the 
Pawn! The obvious move ] K-B3 
lets Black escape. For example J K- 
B3, P-R6! 2 P-Kt4 (or 3 PxP, K-K3, 
and Black scurrying over to QR1 
draws easily against a Pawn on the 
Rook file) K-K4 3 K-Kt3, K-Q4 
4 KxP, K-B3 5K-R4, K-Kt3 6 P-Kt5, 
K-Kt2 7 K-RS, K-R2 8 P-Kt6ch, K- 
Kt2 9 K-Kt5, K-Ktl /0 K-B6, K-B1, 
and White cannot avoid the draw. 


eae P-R6 
On 1... K-K4 2K-R2, K-Q4 
3 K-R3, K-B4 4 KxP, K-Kt3. 5 K- 
Kt4, and White having the opposition 
wins. 


2 P-Kt3! K-K4 
3 K-R2 K-Q4 
4 KxP K-B3 
5 K-R4! 


Certainly not 5 K-Kt4, K-Kt3, and 
all White’s earlier strategy has been 
wasted since Black has the opposition 
and draws. 


Daas K-Kt3 
6 K-Kt4 


White wins 
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BERGER 7 


BLACK is double-crossed by his own 
Pawn! Without the Pawn on the 
board, Black’s King simply heads for 
the magic square QRI, after which 
no power on earth can force a win. 

1 P-R4 K-K5 

2 P-R5 K-Q4 

3 P-R6 K-Q3 


Black’s own Pawn stands in his 
way. His King is unable to move to 
the vital square QB3. 


4 P-R7 K-B2 
Too late. 
5 P-R8(Q) 
White wins 


WHITE | , z= , 
to play Uv Wa Ua 


and win 


MAISELIS 1921 


A STRAIGHT line is not the shortest 
distance between two points. 

If White moves across the board to 
capture the Pawn, he wins the Pawn 
but not the game. 

This is what would happen: J K- 
K7, K-B6 2 K-Q7, K-Q5 3 K-B7, 
K-B4 4 K-Kt7, K-Q3 5 KxP, K-B2 
6 K-R1,K-B1l, and Black gets a 
draw. 

Suppose he meanders down the 
board and then up again? 


1 K-K6 K-B6 
2 K-Q5! 
This is the point. Black is kept out 
of his QS square. 
2... K-Kt5 
3 K-B6 K-BS 
4K-Kt7  K-Kt4 


35 KxP K-B3 
6 K-Kt8 


White wins 
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MORAVEC 1952 


WHITE’S King must take a devious 
route to help his Pawn become a 
Queen. 


I P-KtS K-K4 


There is no hope in J. . . P-R5 
2 P-Kt6, P-R6 3 P-Kt7, P-R7 4 P- 
Kt8(Q)ch. 


2 P-Kté! 


If 2K-B5S (trying to exclude 
Black’s Kitg) K-K3 3 K-B6 (3 P- 
Kt6, K-Q2 is a draw) P-RS 4 P- 
Kt6, P-R6 5 P-Kt7, P-R7 6 P- 
Kt8(Q), P-R8(Q) and the position 
is a draw. 


Oe saree K-Q3 
3 K-Kt5 P-R5 
If 3...K-Q2 4K-R6, K-B1 
5 K-R7 wins. 


4 K-R6 


Of course not 4 P-Kt7, K-B2 5 K- 
R6, K-Ktl and White loses. 


y ee P-R6 
5 P-Kt7 K-B2 
6 K-R7 P-R7 
7 P-Kt8(Q)ch 

White wins 


Ty ; THE race to Queen a Pawn is also a 
Ue, ;, q 4| race to see who can check first, and 
perhaps win the other Queen. 


1 P-K6 K-B3 


Y De rig Black loses quickly after]... P- 
Y q y 7 

a :, i Kt6 2 P-K7, P-Kt7 3 P-K8(Q), P- 
A : Y, A Kt8(Q) 4Q-Kt8ch, and his Queen 
Y i, yy Ld comes off the board. 

7 7 7 2K-Q6 —— P-Kt6 

3 P-K7 P-Kt7 


If 3... K-B2 4 K-Q7, and the 
threat of Queening with check wins 
for White. 


4 P-K8(Q) P-Kt8(Q) 
5 Q-B8ch K-Kt4 
6 Q-Kt8ch 


White wins the Queen and the 
game 
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WHITE ld, Wl 

to play Wa 


and win 


DE FEIJTER 1939 


WHITE'S timing has to be precise in 
order to Queen his Pawn with a 
check. 


1 K-Kt5 P-Kt4 
2 K-B4 


To stop Black’s Pawn. The alterna- 
tive 2P-R5,P-Kt5 leads to both 
Pawns Queening—and a draw. 


Drs ek K-K7 
Naturally, if 2... P-Kt5 3 K-K4 
will catch the Pawn. 
3 K-K4 K-Q7 
Here too 3... P-Kt5 loses the 
Pawn. 
4 K-Q4 K-B7 
Now if White play 5 P-RS, Black 
draws by 5... P-Kt5 6 P-R6, P- 
Kt6 7P-R7, P-Kt7 8 P-R8(Q), P- 
Kt8(Q). 
5 K-BS K-B6 
Ready to meet 6 KxP with 6... 
K-Q5 7 P-RS, K-K4, winning White’s 
Pawn in return. 


6 P-R5 P-Kt5 

7 P-R6 P-Kt6 

8 P-R7 P-Kt7 

9 P-R8(Q)ch K-B7 
10 Q-R2ch K-B8 
11 Q-B4ch K-B7 
12 Q-B4ch K-Q7 
13 Q-Kt3 K-B8 
14 Q-B3ch K-Kt8 
15 K-B4 K-R7 
16 Q-RSch K-Kt8 
17 K-Kt3 K-B8 
18 Q-K1 mate 


WHERE both sides Queen their 


P-R7 
P-R8(Q) 
K-Kt8 


2 P-B8(Q) 
3 Q-B3ch 


Forced, 


Pawns, the one who first gives check 
1 P-B7 


has an advantage that is often de- 


cisive. 


. K-R7 allows 


as 3.. 


4 Q-Kt3 mate. 


K-B8 
K-Kt7 
K-B8 
K-Kt7 
K-Kt8 


4 Q-K3ch 
5 Q-Bich 
6 Q-Q2ch 
7 Q-Qich 
8 Q-K2ch 
9 K-Kt3! 
White wins. Black is curiously 


helpless to prevent mate. 
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NO. 22 


WHITE 
to play 


and win | 


3 


1 K-B3! 
THE straightforward J P-Kt4 leads 


tol.. 


_ 


. P-Kt4 2 P-Kt5, P-Kt5 3 P- 
Kt6, P-Kt6ch 4 K-B3,P-Kt7 5 P- 


Kt7, P-Kt8(Q) 
Rl, and a draw. 


“ 
= 


6 P-Kt8(Q)ch, K- 


“ 


x 


a 


ws: 
- 


a 


WHITE 


K-R6 


To escort the Pawn through. If 


Digehix 
instead ].. 


a 


\\ 


. P-Kt4 2 K-Kt4, K- 


ww 
.. 


Kt7 3 P-Kt4 wins easily. 


GRIGORIEV = 


K-RS 
P-Kt4ch 
K-R6 


3 P-Kt4 


4 K-Q3! 
The King must lose a move as 


45: 


2 K-B4 


. P-Kt5 5 K-B2, K-R6 6 K-Kt1 


is hopeless. 


P-Kt5 
P-Kt6 
P-Kt7 


3 P-Kt5 
6 P-Kt6 
7 P-Kt7 


& K-B2! 
Forcing Black into line for a check. 


K-R7 
K-R8 


. K-R6 10 Q-QKt3 mate. 


8... 


9 P-Kt8(Q)ch 


Or9.. 


10 Q-R8 mate 


Y 
Wy 


DURAS 1905 


1 K-BS! 


THE star move to help his own pawn 
while making it difficult for Black’s to 
advance. 


) rarer P-Kt4 


If 1... K-Kt3 (to cope with 
White’s Pawn) 2 P-Kt4, K-B2 3 P- 
Kt5, K-K2 4 K-B6, K-Q1 5 K-Kt7, 
P-Kt4 6 P-Kt6, P-KtS 7 K-R7, P- 
Kt6 8 P-Kt7, P-Kt7 9 P-Kt8(Q)ch 
wins for White. 


2 P-Kt4 P-KtS 
3 K-Q4 P-Kt6 
4 K-K3 K-Kt4 


To rescue his Pawn, as chasing 
after White’s is useless. 


5 P-Kt5 


But not 5 K-B3 (to which Black 
would not meekly oblige with 5... 
K-RS 6 K-Kt2 and it’s all over) K- 
B4 6 KxP, K-KS and Black captures 
the Pawn and draws. 


Danie is K-Kt5 
6 P-Kt6 K-R6 


If 6... P-Kt7 7K-B2, K-R6 
8 K-Kt1 wins. 


7 P-Kt7 P-Kt7 
& K-B2 K-R7 
9 P-Kt8(Q)ch 


White mates next move 
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7 s THE natural move does not always 


ay, A\ win, even in the most innocent-look- 
mi eo) j ing position. 
Ye: Two ideas suggest themselves to 
mean || White: capturing Black’s Pawn or 
A, 2 advancing his own. Neither of them 
works! 

If 7 KxP, K-Kt6 2 K-B6 (2 P-B4, 
K-B5 3 P-B5, K-Q4 loses the Pawn) 
K-B5 3 K-Q6,K-Q5 4 P-B4, K-KS5 

Yi, Z Z, Zi and Black wins the Pawn. 

If 1 P-B4, P-Kt4 2 P-BS, P-Kt5, 
MANDESE 2930 and both sides Queen with a drawn 
result. 


CA 
Y; 


1 K-Q6! K-R6 


Or 1... P-Kt4 2 K-BS, K-Kt6 
3 KxP, K-B6 4 K-B5, K-Q6 5 K-QS5, 
and the Pawn is safe. 


2 K-B5 K-R5 
3 P-B4 P-Kt4 
4 P-BS P-KtS 
5 K-BA4! 


Necessary, as 5 P-B6, P-Kt6 6 P- 
B7,P-Kt7 7 P-B8(Q), P-Kt8(Q) 
8 Q-R8ch, K-Kt6 9 Q-Kt7ch, K-B7 
is only a draw. 


DBs P-Kt6 
6 K-B3! K-R6 
7 P-B6 P-Kt7 
8 P-B7 P-Kt8(Q) 


9 P-B8(Q)ch K-R5 
If 9. . . K-R7 10 Q-R8 is mate. 


10 Q-R8ch K-Kt4 
11 Q-Kt7ch 


White wins the Queen and the 
game 


Y 
a 
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GRIGORIEV 1932 


1 K-BS! 


STARTING the Pawn instead would 
be premature: ] P-R4, K-K5 2 P-RS, 
K-Q4, and Black catches the Pawn. 


Penis: K-K6 


If]... P-B42 K-KS, K-K6 3 K- 
Q5, K-Q6 4 KxP wins for White. 


2 K-KS P-B3 


Playing for 3 K-Q6, K-Q5 4 KxP, 
K-BS5 and Black draws. There was no 
chance in 2... K-Q6 3 K-QS, P- 
B3ch 4K-BS5,K-B6 5P-R4, and 
White wins. 


3 P-R4 
4 P-RS 


Here too, attacking the Pawn by 


K-Q6 


4K-Q6 allows 4... K-B5S and 
Black saves himself. 

4... P-B4 

5 P-R6 P-BS. 

6 P-R7 P-B6 

7 P-R8(Q) P-B7 


White must play carefully now. For 
example if 8 Q-K4ch,K-Q7 9Q- 
Q4ch, K-K7 10 Q-B3, K-Q8 11 Q- 
Q3ch, K-B8 12 K-Q4, K-Kt7 13 Q- 


K2 (with the last hope of a win by 
13... K-Kt8 14 K-B3, P-B8[Q]ch 
15 K-Kt3, and Black will be mated) 
K-R1! 1/4 QxP (nothing else is any 
better) and Black is stalemated. 


8 Q-QSch! K-K7 
If Black tries 8. . . K-B6 the fol- 


lowing occurs: 9 Q-Q4ch, K-Kt6 
10 Q-R1, K-B5 11 K-K4, and _ the 
Pawn falls. 


Orif 8... K-K6 9 Q-Kt2, K-Q6 
(9... P-B8[Q] 10 Q-KtSch win- 
ning the Queen) J0 Q-Kt5 followed 
by 11 Q-B1 is decisive. 


9 Q-R2! K-Q8 
10 K-Q4 P-B8(Q) 
11K-Q3 


White mates or wins the Queen 
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GRIGORIEV 1931 


THE obvious attack on Black’s 
Pawns would lead to the following: 
I K-B7, P-Kt4 2 K-Kt7, K-Kt6 
3 KxP, K-B5 4K-Kt6, P-Kt5S 5 K- 
B5, K-04 6 KxP, K-K3 7 K-Kt5, K- 
B2 and Black reaches R1 with an 
automatic draw against the Rook 
Pawn. 


J P-R4! P-R4 


If 1... P-R3 2 P-RS, K-Kt6 
3 K-B7 wins at once, or if]... K- 
Kt6 2 K-B7, K-B5S 3 KxP, P-R4 4 K- 
Kt6, K-Q4 5 KxP, K-K3 6 K-Kt6, 
K-K2 7 K-Kt7 keeps the King at 
amn’s length and wins. 

Now comes the point of the posi- 
tion. The natural continuation 2 K- 
B7 allows2.. . P-Kt4 3 PxP, P-R5 
4 P-Kt6, P-R6 and both sides Queen 
with a drawn result. 


2 K-B8! 


This move keeps Kt8 open so that 
after 2... P-Kt4 3 PxP White’s 
Pawn will Queen with check. 


Doe te os P-Kt3 
3 K-K7! 


Here too if 3 K-B7 or 3 K-Kt7, the 
reply 3... P-Kt4 4 PxP, P-R5S 
leads to a draw. The move actually 
made keeps the square Kt8 open for 
White’s Pawn to Queen with check. 


Biss a P-Kt4 


Or 3...K-Kt6 4K-B6 and 
White captures both Pawns and wins. 


4 PxP P-RS 
5 P-Kt6 P-R6 
6 P-Kt7 P-R7 
7 P-Kt8(Q)ch K-R6 
8 Q-Kt2 

White wins 


K5, K-K2 3 K-Q5,K-Q2 4P-R6 


makes him regret it. 
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K-R2 
K-R1 
K-Ktl 
K-R1 
P-Kt4 
P-Kt5 
P-Kt6 
P-Kt7 


K-Kt3 
K-B3 
K-K2 


KxP 


3 K-Q5 
4 K-B6 
5 KxP 
6 K-B7 
White wins 


2 K-K5 
Another way to win is this: 


I P-R6ch 

2 K-RS 

3 K-Kt6 

4 P-R7ch 

3 K-R6 

6 P-RS 

7 P-R6 

& P-R7 

9 P-R8(Q) mate 
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TRYING to win by promoting the 
Bishop Pawn does not work. For ex- 
ample, if J P-B5,K-B2 2 K-KS, K- 
K2 3 P-Béch, K-B2 4K-B5, K-B1 
5 K-K6, K-K1 6 P-B7ch, K-B1 7 K- 
Q6 (too late, but the alternative 
7 K-B6 draws’ by _ stalemate) 
KxP 8 K-B6, K-K2 9 K-Kt6, K-Q2 
10 KxP, K-B2. 11 K-Kt5 (or R6) 


_ K-Ktl, and Black draws against the 


Rook Pawn. 

The way to win is to abandon the 
Bishop Pawn, keep Black occupied 
in capturing it, and win on the other 
side of the board. 


1 K-Q5 K-B4 
2 K-BS KxP 
3 K-Kt5 K-K4 
4 KxP K-Q3 
5 K-Kt6 K-Q2 
6 K-Kt7 


Shuts the King out, after which the 
Pawn has clear sailing. 


Ons K-Q1 
7 P-RS 


White wins 


to play 


and win 
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TO WIN this, the King forces his 
way in behind Black’s Pawn and at- 
tacks from the rear. 


1 K-QS! 

Of course not J K-B5, K-Q3 2 K- 
B6, K-B4 3 K-K6,KxP 4 K-QS, K- 
Kt3 and White loses both Pawns! 

been K-Q1 


Black must stay near his Pawn. If 
he makes some such move as]... 
K-B2 2 P-Kt6 wins instantly. 


2 K-K6 K-B1 
If 2... K-K1 3 P-Kt6, PxP (or 


3... K-Ql 4 P-Kt7 and mate next 
move) 4 P-B7 wins. 


3 K-K7 K-Ktl 
4 K-Q8 K-R2 
5 KxP K-R1 
6 K-Q8 

White wins 
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to play 


and win |, 


1 K-BS K-Kt1 


BLACK has two other replies we 
should look at: 
If 1... P-Kt3ch 2 K-B6 (not 
2 PxPch,K-Kt2 and Black draws) 
PxP 3 K-B7, P-R5S 4 P-Kt6ch, K-R3 
5 P-Kt7, P-R6 6P-Kt8(Q) and 
White wins. 
If 1...K-R1 2K-Kt6, K-Ktl 
3 P-R6, PxP (or 3... K-RI1 
4 PxPch, K-Ktl 5 K-R6, K-B2 6 K- 
R7) 4KxP!,K-R1 5P-Kt6, and 
wins. 
2 K-Kt6 K-R1 
3 K-B7 K-R2 
4 P-R6 


One advantage in being a Pawn 
ahead is that you may sacrifice one 
Pawn for the sake of the other. 


PxP 
5 P-Kt6ch K-R1 
6 P-Kt7ch K-R2 


7 P-Kt8(Q) mate 
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WHITE 
to play 


i 


WHITE has two ways of winning. 
One is to sacrifice the passed Pawn, 
get the opposition, capture Black’s 
Pawn and march the Queen Pawn 
through. This is how it’s done: 


1 P-B6ch K-B1! 


Better than J. . . K-B2 2 K-BS, 
K-B1 3 K-K6 and it’s all over. 


2 P-B7! KxP 


If he refuses the Pawn by 2... 
K-K2, then 3 P-B8(Q)ch_ forces 
3...KxQ when 4K-B6, K-K1 
5K-K6, K-Q1 6 KxP, K-K1 7 K-B7 
wins. 


3 K-BS K-K2 
4 K-Kt6 K-Q1 
5 K-B6 K-Q2 
6 K-B7 K-Q1 
7 K-K6 K-B2 
8 K-K7 K-B1 
9 KxP K-Q1 


This wins for White no matter 
whose move it is. If it were Black’s 
move, he would have to allow White’s 
King to penetrate at his K7 or QB7. 
Since it is White’s move now, he can 
advance the Pawn to the seventh 
without checking and win. 


10 K-B6 K-B1 


Or 10... K-K2 11K-B7 and 
the Pawn has a clear road. 

11 P-Q6 K-Ql 

12 P-Q7 K-K2 


13 K-B7 and wins 


The second method is by triangula- 
tion: 


1 P-B6ch K-B1! 


If 1. . . K-B2 2 K-BS followed 
by 3 K-K6 is immediately decisive. 


2 K-B4! 


Not at once 2 K-BS asafter2.. . 
K-B2 White must return to Kt5. 


are K-Ktl 
3 K-Kt4! 

White’s King circles about, avoid- 
ing the square BS except in reply to 


. K-B2. 
: ee K-B1 
4 K-Kt5 K-Ktl 
5 K-Kt6 K-B1 
6 P-B7 K-K2 
7 K-Kt7 
White wins 
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NO. 33 


WHITE 
to play 
and win 


THE key to the win is for White to 
give up his passed Pawn, force his 
way to Q6, capture Black’s Pawn and 
then promote the remaining Pawn. 


1 K-B6 K-Q1! 


On 1...K-K1 2K-K6,KQ1 
3 P-Q7, K-B2 4 K-K7 wins. 


2 P-Q7! KxP 
3 K-B7! 


White now has the opposition, and 
will regain the Pawn he sacrificed. 


Dias 3523 K-Q1 
4 K-K6 K-B2 
3 K-K7 K-B1 
6 K-Q6 K-Kt2 
7 K-Q7 K-Kt1 
& KxP K-B1 
9 K-Q6 K-Q1 
10 P-B6 K-B1 
11 P-B7 


The Pawn reaches the seventh rank 
without checking. 
Il... K-Kt2 
12 K-Q7 


White wins 


AN EXCHANGE of Pawns, after 
suitable preparation, wins for White. 
The preparation consists in getting 
his King behind Black’s Pawn, into a 
dominating position. 


1 K-Q7 


WHITE 
to play Yj : The immediate exchange is prema- 
Bal ah Y Y Y j, ture, as after 7 P-Q5, PxP 2 KxP, K- 
Y W 4 9 “t| Kt3 3 K-B4, K-B3 4 P-Kt5ch, K-Kt3, 


Zi = 2 : the position is a familiar draw. 


) Peer K-Kt3 
2 K-B8 K-R3 
3 K-B7 K-Kt4 
4 K-Kt7 KxP 
3 KxP K-B5 
6 P-Q5 


White wins 
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4 PxP, K-K1 


. PxP 4 P-Kt7) 


5 P-Kt8(Q) mate. 


= 


a 


K-Ktl 
K-R1 


4 K-Q7 


5 P-B6 
Clearly, not 5 K-B7 stalemating 


Black. 


3 K-K7 


PxP 

P-B4 
K-R2 
K-R3 


Sie 

6 K-B7 

7 P-Kt7ch 

8 P-Kt8(Q)ch 
9 Q-Kt6 mate 
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1 K-Q7! 


A STRANGE-LOOKING move! 
From this square though, the King 
has two wins prepared, depending on 
which of two possible first moves 
Black selects. 


Pego% K-Kt2 


Against the alternative 7... K- 
R2 White seizes the opposition, gets 
behind the Pawn and wins this way: 
2 K-B7, K-R3 3 K-Kt8, K-R4 4 K- 
Kt7, KxP 5 KxP followed by 6 P-BS. 

2 P-RS! PxP 

If2... K-R3 instead, then 3 PxP, 
KxP 4 K-Q6, K-Kt2 5 P-B5, K-B1 
6 K-B6 and we have a familiar win- 
ning position. 


3 P-BS5S P-RS5 
4 P-B6ch K-Kt3 
5 P-B7 P-R6 
6 P-B8(Q) P-R7 
7 Q-QR8 

White wins 
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IT IS obvious that giving up the 
Queen Pawn will clear the way for 
the Knight Pawn to come through, 
but the sacrifice must be prepared 
properly. The King must assume a 
most aggressive position—behind 
Black’s Pawn in fact! 


1 K-Kt7 


If at once J P-Q6, K-B1 2 P-Q7ch 
(or 2 P-Kt6,PxQP 3 KxP, K-Kt2 
drawing easily) K-Ql 3 K-Kt7, KxP 
4 K-Kt8, K-Q3 and Black draws. 


Laws K-Q2 
2 K-Kt8 K-Q1 


Or 2... K-Q3 3 K-B8, KxP 4 
KxP. 


3 P-Q6! PxP 

4 P-Kt6 P-Q4 
3 K-R7 P-Q5 
6 P-Kt7 P-Q6 


7 P-Kt8(Q)ch K-Q2 
8 Q-Kt5ch 


White wins 


WHITE can win easily by going after 


Y 77 

U nem . “AM Black’s miserable Pawn’ thus: J K- 

44,7 J B5,K-B2 (1... K-B1 2K-Kt6) 
Ye VSR 7) 2K-Kt5,K-Bl 3 KxP etc. 

y "Wy Or, he can indulge in a bit of re- 

4 . a a i fined cruelty by allowing Black to get 


a Queen before being mated. 


, Va 
-, 


_— i. a 1 P-B7ch K-B1 
- a “ 2 K-B6 P-RS 
3 P-Kt4 P-R6 
se 4 P-Kt5 P-R7 
5 P-Kto P-R8(Q) 
6 P-Kt7 mate 
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SHOULD White begin with 1 P-Kt3 
or 1 P-Kt4? The Pawn must reach 
Kt7 without giving check, that is to 
say when the opposing King stands at 
his Ktl square. 

The right move is then... . 


I P-Kt3! 


The aggressive J P-Kt4 leads to 
1...K-R1 2P-Kt5, K-Ktl 3 P- 
Kt6, PxP 4PxP (if ¢KxP, K-R1, 
and Black draws automatically against 
the Rook Pawn) K-R1 5 P-Kt7ch 
and a draw. 


| ere K-R1 
2 P-Kt4 K-Ktl 
3 P-Kt5 K-R1 
4 P-Kt6 PxP 


Or 4... K-Ktl 5 P-Kt7, K-B2 
6 KxP and White wins. 


5 PxP K-Kt1 
6 P-Kt7 K-B2 
7 K-R7 

White wins 


to play 


and win || 


BLACK is faced with the task of de- 
fending his Pawn, while restraining 
White’s from advancing. 

The difficulties would increase, if it 
were Black’s turn to move. 

White therefore plays to bring 
about the position in the diagram, 
with Black to move. This he does by 
the process of triangulation. 


1 K-B2 K-Kt3 


Onl... K-K4 2 P-Kt6, K-B3 3 
P-RS, K-K3 4 P-Kt7, K-B2 5 P-R6, 
and it is clear that Black’s King can- 
not be all over the board at the same 
time. 

2 K-K2 K-B4 

3 K-K3 K-K4 

4 P-Kt6 K-B3 

5 P-RS K-Kt2 
6 KxP 


White wins 


51 $ 


W TO WIN this White must bring about 
the position in the diagram, with 
Black to move. He does this by tri- 
angulation. 


1K-05 -K-B1 
2 K-Q4! 


White is now ready to meet 2... 
K-B2 with 3 K-BS, and follow it up 


g YZ with 4 K-Kt6. 
LA Li : 
Deis K-Q1 
3 K-B4 
Still waiting for 3. . . K-B2. 
a ean K-Bl 


4K-O05  K-B2 


The alternative is 4... K-Ql 
5 K-Q6, K-B1 6 P-B7, K-Kt2 7K- 
Q7,K-R2 8K-B6 (but not 8&P- 
B8(Q) stalemate) K-R1 9 P-B8(Q)ch 
and mate next. 


5 K-BS 
Now we have the position in the 


diagram—but it is Black to play. The 
rest is easy. 


Ded K-B1 
6 K-Kt6 K-Kt1 
7 KxP K-B2 


& K-Kt5 K-B1 

9 K-Kt6 K-Ktl 
10 P-B7ch K-B1 
11 P-R6 K-Q2 
12 K-Kt7 


White wins 


K-B1 
. P-Kt3 2 P-B6, K-B1 


K-Ktl 
K-R1 


1 P-BS 
trae 
2 K-Kt6 


3 P-B6 
Hoping for 4 P-B7 stalemate. If in- 


stead 3.. 


If 


an exchange of Pawns. This would 
3 KxP and it’s all over. 


transform his two Pawns against one, 


THE problem for White is to force 
to one Pawn against none. 


Mis 
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NO. 42 
WHITE 
and win 
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4 P-B7, K-Q2 

. PxP 4 KxP, 
K-Ktl 
K-R1 
K-R2 


PxP 
K-R2 


. K-Bl 


6 P-KtS 
7 K-Kt6 
Definitely not 7 P-Kt6, K-B1 and 


4 K-B7 
5 KxP 
Black escapes with a draw. 
8 K-B7 
9 P-Kt6ch 
White wins 


White can now win by 4 PxPch, 
Ts ike 


K-B1 5 K-Kt6, K-Ktl 6 P-Kt5, K-B1 
K-Ktl 5 K-R6, or by the following: 


5 KxP wins, or if 3. . 
7 K-R7 wins. 


3 r, 7 3 WHITE’S strate is simple: he 
Y Y Y BY Pp. 
A, Ui V Vi forces an exchange of Pawns, (at the 


Yj, Y) 7] right time of course) moves his King 
2 : 


\ 
“ 


“ 


L 
LL 


V7 Ve to a dominating position, and wins. 
Vj, LU Z3 1 P-Kt3 
Y 
V ho b. 7 4 i Zz Not at once J P-B3ch as after 
74 7 || 1... PxPch 2 PxPch, K-B5, Black 
Y j BY Y has a draw. 
Bs a “yy YY A) 
7 7 77 1... KOS 


Onl]... K-K4, White goes after 
the Knight Pawn as follows: 2 K-K3, 
K-B4 3 K-Q4, K-B3 4 K-K4, K-Kt4 
5 K-K5, K-Kt3_ 6 K-B4, K-R4 7 K- 
BS, K-R3 8 KxP and wins. 


2 P-B3 PxPch 


If 2... K-K4, White demon- 
strates the Queening of a doubled 
Pawn by this: 3 PxP, K-K5 4 K-B2, 
K-K4 5 K-K3, K-K3 6 K-B4, K-B3 
7 P-KtSch, K-Kt3 8 K-Kt4, K-Kt2 9 
K-BS, K-B2 10 P-Kt6ch, K-Kt2 11 
K-Kt5, K-Ktl_ 12 K-B6, K-B1 13 P- 
Kt7ch, K-Ktl 14 P-Kt4, K-R2 15 K- 
B7 and wins. , 


3 KxP K-K4 
4 K-Kt4! 


The King must be aggressive. There 
is no win if the Pawn moves prema- 
turely. 

4... K-B3 
5 K-RS K-B4 


Or 5... K-Kt2 6 K-Kt5, K-B2 


7 K-R6 etc. 
6 P-Kt4ch K-B3 
7 K-R6 K-B2 
8 P-Kt5 K-Ktl 
9 K-Kt6 
White wins 


& 54 


No. 44 


WHITE |p ZZ a a 
10 play | _ 


and win Va 
S86 8 


CHERON 1950 


WHITE wins this by beautiful timing 
of moves. 


I K-Kt3 


With the very first move White can 
go wrong. For instance, if 1] K-Kt4, P- 
B4ch 2 PxPch, K-B3 3 K-Kt3, KxP 
and the position is a draw. Now if 
1... P-B4, White can reply 2 P-Q5 
avoiding the exchange of Pawns. 


| ieee K-B2 
2 K-B3 K-Q3 
3 K-Q3 K-Q2 
4 K-K4 K-K3 
35 P-BS K-B3 


If 5... K-B2 6K-B5, K-K2 7 K- 
K5, K-Q2 8 K-B6, K-Q1 9 K-K6, K- 
B2 10 K-K7, K-B1 11 K-Q6, K-Kt2 
12 K-Q7 and Black’s Pawn falls. 

6 P-QS! K-K2 

On 6... PxPch 7 KxP, K-K2 
8 K-B6, K-Q1 9 K-Kt7 assures the 
Pawn’s future. 


7 P-Q6ch 


After 7 PxP, K-Q1 8 K-KS, K-B2 
9 K-QS, K-B1 10 K-Q6, K-Q1 J] P- 


B7ch, K-B1 and Black has a draw. 


FP etecs K-Q2 
& K-KS K-Q1 
9 P-Q7! 


The point of the previous maneu- 
vering. 
ee KxP 
Avoiding the capture loses faster: 
9... K-K2 10 P-Q8(Q)ch, KxQ 


11 K-Q6, K-B1 12 KxP, and we have 
a standard winning position. 


10 K-B6 


The King circles about to get be- 
hind the Pawn. 


10... K-Q1 
11 K-K6 K-B2 
12 K-K7 K-B1 
13 K-Q6 K-Kt2 
14 K-Q7 K-Ktl 
15 KxP K-B1 
16 K-Q6 K-Q1 
17 P-B6 K-Bl 
18 P-B7 


Advances to the seventh without 
check, rendering the win certain. 


8... K-Kt2 
19 K-Q7 


White wins 


35 


1K-B1 K-Q5 


NO. 45 2K-B2 _—K-B4 
4 j 3 P-K4! 
; Y, ; 
diy, ll, 4| THIS diverts Black from pursuing 
the Rook Pawn. If now 3 
WHITE Kt3 4 P-K5, KxP 5 P-K6 and White's 
Pawn cannot be caught. 
to play Beet: = : ae 
en . 4 K-B3 K-K4 
: 5 K-K3 K-K3 
6 K-Q4 K-Q3 
Pee 7P-KSch — K-K3 
8 K-K4 K-K2 
9 K-Q5 K-Q2 
10 P-K6ch K-K2 
11 K-K5 


The tempting J] K-B6 (going after 
the Rook Pawn) is premature as 
Black takes the King Pawn without 
loss of time. The continuation would 
be 11... KxP 12 K-Kt7, K-Q2 
13 KxP, K-B2 14 K-R8, K-B1 and 
White cannot extricate his King. 


8 Sere K-K1 
12 K-Q6 K-Q1 
13 K-B6 


Now it will take Black two moves 
to capture the Pawn. 


ID 23 K-K2 


Or quick suicide by 13. . . K-B1 
14 P-K7 and mate next move. 


14 K-Kt7 KxP 
15 KxP K-Q2 
16 K-Kt7 


White wins 


le ee 
_ 


GRIGORIEV 1936 


1 K-B6 K-K2 
2 K-Q5 
THE first step. White prevents 


2... P-B3, after which the play 
would be 3 P-K6, K-K1 (on 3... 
P-B4 4K-K5 wins the Pawn) 4 K- 
Q6, K-Q1 5 P-K7ch, K-K1 6 P-Kt4, 
K-B2 7 K-Q7 and White wins. 


2 K-Q2 
3 K-Q4! 


Not at once 3 K-K4 asafter3... 
K-K3 4 K-B4, P-B3 5 PxP, KxP 6 K- 
Kt4, K-Kt3, Black has the opposition 
and draws. 

White is triangulating in order to 
move his King to K4 after Black 


plays . . . K-K3. 
Beis tes K-K2 
4 K-K3 K-Q2 
5 K-B4 
’ Threatening to invade at BS. 
Dees K-K3 
6 K-K4 


This is the position White was an- 
gling for: his King at K4, Black’s at 
K3—with Black to move. 


6... K-Q2 


This time if 6... P-B3 7 PxP, 
KxP 8 K-B4, K-Kt3 9 K-Kt4 (White 
has the opposition) K-B3 10 K-RS 
and wins. 


7 K-BS K-K2 
& P-Kt4 K-K1! 
9 K-B6! 


White does not fall for the attrac- 
tive 9 P-K6 after which 9. . . K-K2 
10 PxP, KxP 11 K-Kt5, K-Kt2 gives 
Black the opposition and a draw. 


9... K-B1 
10 P-Kt5 
Here too J0 P-K6 is premature, as 
the continuation 10... PxP 11 
KxP, K-Kt2 12 K-B5, K-B2 lets 
Black draw easily. 
10... K-K1 
11 K-Kt7! 


Last chance for White to misplay 
it! If 11 P-K6, K-B1 12 P-K7ch, K- 
K1 and White must concede the 
draw. 


8 rar K-K2 
12 K-Kt8 K-K1 


If 12. ..K-K3 13 K-B8, KxP 
14 KxP and White wins. 


13 P-K6! 


The point of the King’s tour from 
QKt7 away over to KKt8. 


y eee PxP 

14 P-Kt6 P-K4 
15 P-Kt7 P-KS5 
16 K-R7 P-K6 


17 P-Kt8(Q)ch 


White wins. An exquisite ending 
even for Grigoriev, who created so 
many masterpieces of beautifully- 
timed play. 
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IT IS clear that White must capture 


NO. 47 ” ‘yf ugg | the Knight Pawn in order to win. But 
a 4 ZG how does he do so? The obvious J K- 
Kt4, K-B7 2 K-Kt5, K-B6 3 K-Kt6, 
Ve %Y 3 ‘|| KxP leads to a draw. 
Y WY zg 
a a I P-B6! PxP 
WHITE | a oe 2 P-BS 
to play YZ, " a” ay ta : 
win y Y YY Fixing the target. Now the King 
a -_ @ || circles about and picks off the help- 
a) less victim. 


EBERSZ 1942 2h ets K-R7 
3 K-Kt4 K-Kt7 
4 K-R5 K-B6 
5 K-Kt6 K-Kt5 
6 KxP K-R4 
7 K-Kt7 


White wins 
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. KxP and a 


AND now, White does not play 6 K- 


Kt6 which allows 6. . 


draw, but... . 


= 
__ 


non 
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PxP 
K-RS 
K-Kt5 
K-B4 


6 P-Ré! 
7 P-RS 
& K-Kt6 
9KxP 
10 K-Kt7 


White wins 


SELESNIEV 1914 


\ 


NO. 48 
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NO. 49 


WHITE 


to play 
and win Z 


GRIGORIEV 1935 


f 60 


THE natural line of play would 
seem to be to go after the Knight 
Pawn by way of BS and Kt6. Here is 
what would happen: J K-B5, K-B6 
2 K-Kt6, K-Kt6 3 P-RS, K-RS 4 KxP 
(there is nothing better) KxP(R4) 
with a draw as result. 

The winning idea is for White’s 
King to reach Kt6 in a roundabout 
way—moving to K6, B7, and then 
Kté! 


1 K-K6! K-BS 
2 K-B7 K-Kt6 

The desperate 2. . . P-Kt4 leads 
to an easy White win after 3 P-RS, 
K-Kt6 4 K-Kt6. 

3 P-RS K-RS 
4 K-Kt6! 

Now we have the position after 
Black’s third move in the first para- 
graph—but this time with Black to 
play. 

4... KxP(R6) 
5 KxP 
White wins 


sO] «~—C TO WIN this White must sacrifice— 
J GY 
No. 50 . : e “ti! Ua and at once, or he never gets another 
Y chance to do so. 
1 P-K6! 
“ . Agai th Black 
( yy yyy ™ yy) gainst any other move Black’s re- 
WHITE || we K “A, j| ply of J. . . K-K2 assures him of a 
to play , Y Y, draw. 
and win Za, “y, Tie 2 PxP 
_ Black might refuse to capture, with 


this result: 7. . . K-K2 2 PxP, KxP 
3 K-Q5, K-K2 4K-K5 and White 
with the opposition wins. Orif J... 
P-B3 2 K-B5, K-K2 3 K-Q5, K-K1 
4 K-Q6, K-Q1 5 P-K7ch, K-K1 6 K- 
K6, P-B4 7 KxP, KxP 8 K-KS, and 
again the force of the opposition 
wins. 


CRUM 1913 


2 P-KS! 


Fixes the Pawn. Now the King 
plays to get behind the Pawn. 


ye K-K2 
3 K-BS K-Q2 
4 K-Kt6 K-Q1 
5 K-B6 K-K2 
6 K-B7 K-K1 
7 K-Q6 K-B2 
& K-Q7 K-B1 
9 KxP K-K1 
10 K-B6 K-B1 
11 P-K6 K-K1 
12 P-K7 


White wins 
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GRIGORIEV 1935 


THE doubled Pawns find a unique 
means of keeping the King at bay. 
I P-RS K-B4 
2 P-R4 K-Q3 
Thwarted, the King tries coming 
around in front of the Pawns. 
3 K-Q8 P-B4 
4 P-R6 K-B3 
5 P-R5 
Once again the Pawns set up a bar- 
ticade. 


one P-B5 
6 K-B1 P-B6 
7 P-R7 P-B7 
8 P-R8(Q)ch K-Q3 
9Q-R1 

White wins 
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THE doubled Pawns hold their own 
against the King until help arrives. 


1K-B1 K-B6 
2 K-K2 K-Q5 
3 P-Kt4 K-KS 
4 P-Kt3 K-Q5 
3 P-Kt5 K-K4 


Black must stop the passed Pawn 
even at the cost of deserting his own 
Pawn. 


6 P-Kt4 


Prevents the King from coming 
closer. 


6... K-K3 
7 KxP K-B2 
& K-K4 


Not at once 8 K-B4 as the reply 
&. . . K-Kt3 costs a Pawn and gives 
Black an easy draw. 


6... K-Kt3 


Or 8. . . K-K3 9 K-B4 followed 
by 10 K-BS. 


9 K-B4 K-B2 
10 K-BS K-Kt2 
11 P-Kt6 K-Ktl 


If JJ... K-R3 12 P-Kt7 (cer- 
tainly not 12 K-B6 stalemating Black) 
KxP 13 K-Kt5, and White having the 
opposition wins. 


12 K-B6 K-B1 
13 P-Kt7ch K-Ktl 
14 P-Kt5 K-R2 


15 P-Kt8(Q)ch 


Here too, the hasty 15 K-B7 stale- 
mating Black, deprives White of the 
win. 


I5... KxQ 
16 K-Kt6 


White wins 
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GRIGORIEV 1932 


1 K-Kt3! 


THIS apparent loss of time is the 
only way to a win. If instead J K- 
Kt5, K-B6 2 P-R4, K-Kt7 3 P-RS, K- 
R6! 4 K-Kt6, K-Kt5! (not 4. . . K- 
RS 5 P-R3, KxP 6 KxP and White 
wins ) 5 P-R3ch, K-RS 6 KxP, 
KxP(R4) and Black draws. Or if 
1 K-Kt4, K-B7 2 P-R4, K-Kt7 3 P- 
R3, P-Kt3 4K-Kt5, KxP, and the 
position is drawn. 


| rere K-K6 


If]... K-B8 2 P-R4, P-Kt3 (or 
2... K-K7 3 P-RS, K-K6 4 P-R4, 
K-K5 5 K-Kt4, K-K6 6 K-BS, K-B6 
7 P-R6, PxP 8 P-R5 and White wins) 
3 K-B4!, K-Kt7 4 P-RS!, PxP 5 P-R4 
and White wins. 


2 P-R4 K-K5 
3 K-Kt4 K-K4 
4K-Kt5 K-K5 
5 P-RS K-B6 
6 K-BS! 


Not at once 6 K-Kt6 when 6... 
K-Kt5 7 P-R3ch, K-RS ends in a 
draw. 

White’s actual move forces Black’s 
King to retreat. 


6... K-Kt7 
7 K-Kt6 
White wins the Pawn and the 
game. 


: 7) . WHITE has a great advantage in his 
Y V Y 8 8 

Vi. Vi “_ Us outside passed Pawn. Its threat to 
march up the board keeps Black’s 


y j, sia] 3 King occupied, since he must even- 
ss " io {| tually chase after it. Meanwhile 
y ops White has time to pick off the aban- 
Yy yy 
Vi ,, doned Black Pawns. 
, , , 1 P-R5S K-B3 
We Wi F 
a AG a 2P-R6-K-Kt 
YY 3 P-R7 KxP 
4 KxP K-Kt2 


5 K-Q6 K-B1 
6 K-K6 K-Q1 
7 KxP K-K2 
& K-Kt6 K-K3 


If 8... K-B1 9 K-B6 is a win 
with or without the move. 


9 P-BSch K-K2 
10 K-Kt7 


White wins 


65 4 


. K-B2, try- 


P-KR4 
ing to head off White’s Pawns, is too 


Promoting on the wrong 
. K-Q2 4 PxP) 4 P-R6!, 
and White wins. 


square might let the opponent get 
away with a draw when he should 


have lost. 
viz: 2 P-R5,K-K2 3 P-Kt6, 


1 P-R4 


IT IS important to Queen a Pawn 
on the right square, if there is a 
The alternative 1. . 


choice. 
slow, 


iw a 
a5 58 
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WHITE 


PxP (3.. 


P-R5 
PxP 


2 P-RS 
3 P-Kt6 


4 P-Ré! 
If 4 PxP, P-R6 5 P-Kt7, P-R7 6 P- 


Kt8(Q), P-R8(Q) and the position 


is a draw. 


P-R6 
P-R7 


6 P-R8(Q) 


5 P-R7 
White wins 


4a 


f 66 


WHITE 
to play 


and win a 


Va 
-. mn 
YY K 


Ls 
aan 


HORWITZ AND KLING 1851 


WHITE'S strategy is based on the 
fact that his Pawns are safe from cap- 
ture, while Black’s will both be lost 
if either of them makes a move. 


1 K-B4 K-Kt3 


The Pawns must not move. If for 
example J... P-R4 2K-Kt5, K- 
Kt3 (or 2... P-Q4 3 KxP, P-Q5 
4 K-Kt4, P-Q6 5 K-B3 and White 
overtakes the Pawn) 3 KxP, K-B2 
4 K-Kt5, K-Kt3 5 K-B5, K-B2 6 K- 
K6, and the second Pawn goes. 


2 K-B5 K-B2 
3 K-B6 K-Kt3 
Here too if 3. . . P-R4 4K-Kt5 


or if 3... P-Q4 4 K-KS and White 
will be in time to catch the second 
Pawn. 


4 K-K6 K-B2 
If ¢. . . P-R4 5 KxP, P-RS 6 P- 


B7, P-R6 7 P-B8(Q), P-R7 8 Q-R6 
mate. 


5 K-Q5 P-R4 
6 P-Kt6ch KxP 
7 KxP P-R5 
8 P-B7 K-Kt2 
9 K-Q7 

White wins 
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and win 


2 
ata 
fo 2 


TEED 1885 


1 K-B7! P-R4 


ON 1... K-RI1 instead, 2 K-Kt6 
wins both of Black’s Pawns. 


2 P-R4! 


The key move to break through. 
White cannot win with 2 K-B6 as 
2... PxP 3 PxP, K-R1 4 KxP, K- 
Kt2 gives Black the opposition and 
an easy draw. 


2 ios K-R3 


What else is there? if 2. . . RPxP 
3 PxP, P-Kt6 4 P-Kt6ch, K-R3 5 P- 
Kt7, P-Kt7 6 P-Kt8(Q) wins, or if 
2... KtPxP 3P-Kt5,P-R6 4P- 
Kt6ch, K-R3 5 P-Kt7,P-R7 6 P- 
Kt8(Q), P-R8(Q) 7 Q-Kt6 mate. 


3 K-B6! RPxP 


Or3.. . KtPxP 4 P-Kt5ch, K-R2 
5 K-B7 and White wins. 


4 PxPch K-R4 

5 P-Kt6 P-Kt6 

6 P-Kt7 K-Kt5 

7 P-Kt8(Q)ch K-B6 

8 K-Kt5 P-Kt7 

9 K-R4 K-B7 
10 Q-Kt3ch K-B8 
11 Q-B3ch K-Kt8 
12 K-R3 K-R8 
13 QxP mate 
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MORAVEC 1941 


Ld 


1 K-B4! 


UNEXPECTED, but the obvious idea 
of immediately going after the Rook 
Pawn leads only to a draw: J K-B3, 
K-Ktl 2 K-K3, K-B1 3 K-Q3, K-K2 
4 K-B3, K-B3 5 K-Kt3, KxP 6 KxP, 
K-B4 7 K-Kt4, P-Kt4 8 P-R4, and 
both sides will Queen at the same 
time. 


| ree K-Ktl 
2 K-KS K-B1 
3 K-Q6! K-K1 
4K-K6 K-B1 
On 4... K-Q1 5 K-B7 is fatal. 
5 K-Q7 K-Ktl 
6 K-K7 K-R1 


Now we see the reason for the tour 
White’s King made. It will take only 
four moves now to capture Black’s 
Rook Pawn instead of the six it 
would have taken from the original 
position. Black’s King meanwhile has 
been unable to make any progress, 
having been forced back to the cor- 
ner. 


7 K-Q6 K-Ktl 

& K-BS K-B1 

9 K-Kt4 K-K2 
10 KxP 


Black is in trouble. If he tries to 
get a passed Pawn, this is what hap- 
pens: 10. . . K-B3 1] K-Kt4, KxP 
12 P-R4, K-B4 13 P-RS, P-Kt4 14 P- 
R6, P-KtS 15 P-R7, P-Kt6 16 P- 
R8(Q), K-B5 17 Q-Kt2 and White 
wins. 


10... K-Q3 
So he tries another defense. 
11 K-Kt4 K-B3 
12 P-R4 K-Kt3 
13 K-B4 K-B3 
14 P-RS - K-B2 
15 K-Q5 


White wins, since Black cannot 
stop the Rook Pawn and defend his 
own Pawn at the same time. 
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GRIGORIEV 1925 


1 K-B2 K-R6 


IF 1... P-Kt6ch 2K-Ktl (not 
2K-Kt2 stalemate) leads to the ac- 
tual play, while J. . . PxP loses by 
2 KxP, K-R6 3 P-BS, P-R5 4 P-B6, 
K-R7 5 P-B7, P-R6 6 P-B8(Q), K- 
Kt8 7 Q-KR8, P-R7 8 Q-R1 mate. 


2 K-Ktl 


Certainly not 2 P-B5, K-R7, and 
Black will be first to get a Queen. 


Dit K-R4 


He must stop 3 P-B5, which wins 
against other moves. 


3 K-Kt2 P-Kt6 
4K-Ktl! 


A fearful error would have been 
4K-R1, when White Queens his 
Pawn but gets mated! The continua- 
tion would be 4. . . K-R6 5 P-BS, 
P-Kt7ch 6 K-Ktl, K-Kt6 7 P-B6, P- 
RS 8 P-B7, P-R6 9 P-B8(Q), P-R7 
mate! 


4... P-Kt7 
5 K-R2! 
Naturally, 5 KxP stalemating Black 
is unthinkable. 


Deb Ib & P-Kt8(Q)ch 
6 KxQ K-Kt6 
7 P-BS 


White wins, as the Pawn cannot be 
headed off. 
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SELESNIEV 1927 


1 K-B4! KxP 


NECESSARY, as 1. . . P-R5 2 P- 
Q5, P-R6 3K-Kt3 is hopeless for 
Black. 

2 P-Q5 K-K4 

3 K-BS P-BS 

Queening the Rook Pawn instead 

would result in this: 3... P-R5S 
4 P-Q6, P-R6 5 P-Q7, P-R7__ 6 P- 
Q8(Q), P-R8(Q) 7Q-R&8ch, and 
White wins the Queen on the diago- 
nal. 


4 P-Q6 P-B6 


Or 4...K-K3 5 K-B6, P-B6 
6 P-Q7, P-B7 7 P-Q8(Q), P-B8(Q) 


8 Q-K8ch, K-B3. 9Q-B8ch, and 
White wins the Queen. 

5 P-Q7 P-B7 

6 P-Q8(Q) P-B8(Q) 

7 Q-K8ch K-B4 

8 Q-KB8ch 


White wins the Queen on the file. 
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REY 1938 


A CLEVER sacrifice transforms a 
drawish-looking position into a pretty 
win. 

1 K-Q4! 


Not at once J P-BS, as after]... 
K-K3 2 K-Q4, P-R5 3 K-B4, P-R6 
4 K-Kt3, K-Q4, and White loses in- 
stead of winning. 


Ls 4,03 K-K3 


On 1... P-RS5 instead, 2 K-B3, 
K-K3 3 K-Kt4 wins for White. 


2 K-BS K-K4 
3 K-Kt5 K-Q5 


Expecting the continuation 4 P-BS5, 
P-RS 5 P-B6, P-R6 with a comforta- 
ble draw. Instead of this, Black gets a 
tude shock. 


4 P-Kt5! PxP 
5 P-BS P-RS 


Black can Queen the other Pawn, 
with this result: 5... P-KtS 6 P- 
B6, P-Kt6 7 P-B7, P-Kt7 8 P-B8(Q), 
P-Kt8(Q) 9 Q-BSch, and White wins 
the Queen. 

6 P-B6 P-R6 

7 P-B7 P-R7 

8 P-B8(Q) P-R8(Q) 
9 Q-R8ch 


White wins the Queen and the 
game. 


WHITE 
to play 
and win 


GRIGORIEV 1930 


AN APPARENTLY simple position, 
but how does White proceed? If J K- 
Q8 (to attack the Pawns) K-B3 2 K- 
K7, P-B4! 3 PxP, P-Kt5, and both 
sides will Queen their Pawns with a 
drawn result. 


I P-RS! K-B3 
2 K-Kt8! 


Threatens to advance the Pawn 
and Queen with check. 


2 wed K-Kt4 
3 K-Kt7 KxP 


Or 3... P-B4 4 P-R6, PxP 5 P- 
R7, P-Kt6 6 P-R8(Q), P-B7 7 Q-R1 
and White wins. 


4 K-B6 P-B4 


The best chance. If instead 4. . . 
K-R3 5 K-Q5, P-B4 6 PxP, P-Kt5 
7 K-K4 and Black’s Pawn is lost. Or 
if 4... K-Kt5S 5 K-Q5, P-B4 6 PxP, 
P-Kt5 7 P-B6, and the Pawn reaches 
B8 with check winning for White. 


5 PxP P-Kt5 

6 P-B6 P-Kt6 

7 P-B7 P-Kt7 

& P-B8(Q) P-Kt8(Q) 
9 Q-R3 mate! 


23 t 


BLACK’S own King Rook Pawn loses 
the game for him. If White could 
only be induced to capture it, the 
position would be a draw! 


z 1 P-R3! 

, y 4 The attractive JK-K5_ instead 
a ; leads to]. . . P-R4 2 P-BS, K-Kt4! 
y (but not 2. . . P-R5 3 P-B6, P-R6 
4 P-B7, P-R7 5 P-B8(Q), P-R8(Q) 
6 Q-B4ch, K-R6 7 Q-Kt3 mate) 3 K- 
Q6, P-RS 4 P-B6, P-R6 5 P-B7, P- 
R76 P-B8(Q), P-R8(Q) 7Q- 
QBSch, K-R3! and a draw. 


GRIGORIEV 1925 


y ene P-R4 
2 K-Kt3 P-RSch 
3 K-R3! 
It is important not to remove the 
Pawn. 
5 ee KxP 
4 P-BS P-RS 
5 P-B6 K-Kt7 
6 P-B7 P-R6 
7 P-B8(Q) P-R7 
& Q-Kt7ch K-B7 
9 Q-B6éch K-Kt7 
10 Q-Kt5ch K-B7 
11 Q-R4ch K-Kt7 
12 Q-Kt4ch K-B7 
13 Q-R3 K-Kt8 
14 Q-Kt3ch K-R8 


The threat of stalemate would al- 


an extra Pawn! 


15 K-Kt4! 
16 Q-B2 


17 Q-B1 mate 


low Black to draw—if he didn’t have 


P-R6 
P-R7 


WHITE 
to play 
and win 


GRIGORIEV 1929 


IN A position where the moves seem 
to be forced, it is easy to play me- 
chanically—and let a sure win slip. 


1 P-Kt6 P-Kt6 
2 P-Kt7 P-Kt7 
3 P-Kt8(R)! 

The unthinking promotion to a 
Queen instead allows 3... P- 
Kt8(Q) 4 QxQ and stalemate. 

Back K-R7 


4 K-R4 P-Kt8(Q) 
3 RxQ KxR 
6 K-Kt3 


White wins. He will capture Black’s 
Pawn and proceed to Queen his own, 
while his opponent watches helplessly. 
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CAPABLANCA 1921 


A 


1 K-K4 


SEIZES the opposition and forces 
Black to give way. He has two plausi- 
ble defenses: 


A] 1. 
2 K-04 


The attractive alternative 2 K-BS 
is premature. Starting with that move 
it takes White seven more moves to 
capture Black’s Rook Pawn and then 
Queen his own. In the meantime, 
Black captures on the Queen side, 
Queens his Pawn, and draws. 


250d v6 K-K3 


On 2... K-B3 White plays 3 K- 
KS and after the reply 3. . . K-Kt3 
can move 4 K-Q5, force the capture 
of the Knight Pawn and win, or he 
can switch to the King side by 4 K- 
BS, capture the Rook Pawn and win. 


K-Q3 


3 K-BS K-B4 
4 KxP K-Kt5 
5 K-B4 KxP 
6 P-KtS K-Kt6 
7 P-Kt6 P-RS 
& P-Kt7 P-R6 
9 P-Kt8(Q)ch K-Kt7 
10 Q-Kt8ch K-B7 
11Q-05 


a7 


Threatens to continue with 12 Q- 
Rl. 


6 Greene K-Kt8 
12 Q-KtSch K-B7 

13 Q-R4ch K-Kt7 
14 Q-Kt4ch K-R7 

15 K-Q4 K-R8 

16 QxPch and wins 

B] 1... K-B3 
2 K-B4! 


White does not attack by 2 K-QS. 


It would take eight moves to capture 
the Knight Pawn and Queen his own. 
In the same number of moves Black 
would capture the Rook Pawn, Queen 
his passed Pawn, and draw. 


DP e.cate K-Kt3 
3 K-KS! 


White wins. He has the pleasant 
choice of winning on either side of 
the board, since he can force the 
capture of either of Black’s Pawns. 
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A BEAUTIFUL example of distant 
opposition. The Kings are separated 
by the length of the board, but 
White’s, believe-it-or-not, exerts ir- 
resistible pressure on Black’s! 


I K-K7! 


White seizes the opposition, and 
for the rest of the play leaves Black 
with only one reasonable move in re- 
Ply. 

) ere K-K7 


If Black leaves the King file, White 
wins by attacking on the same file. 
For instance, if J... K-Q7 2K- 
Q6, followed by 3 K-B5S. Orif J... 
K-B7 2 K-B6, followed by 3 K-Kt5. 


2 K-K6! K-K6 
If 2. . . K-Q6 3 K-Q5 and 4K- 
BS wins, or if 2. . . K-B6 3 K-BS 
and 4 K-Kt5 wins. 
3 K-KS! K-K7 
4 K-K4! K-K8 
Here too 4. . . K-Q7 is met by 


5 K-Q4 and 6 K-B5, while4. . . K- 
B7 succumbs to 5 K-B4 followed by 
6 K-KtsS. 


5 K-K3! K-B8 


Unfortunately, Black must leave 
the file. There is no square left on it 
for retreat. 


6 K-B4 K-K7 
7 K-Kt5 K-Q6 
8 KxP K-B5 
9 K-Kt4 KxP 
10 P-RS K-R6 
11 P-R6 P-KtS 
12 P-R7 P-Kt6 
13 P-R8(Q) P-Kt7 
14 Q-B3ch K-R7 
15 Q-B2 K-R8 
16 Q-R4ch K-Kt8 


The idea in this sort of position is 
to force Black to block his Pawn. 
Each time he does so, White gains 
time to bring his King closer. 


17 K-B3 K-B8 

18 Q-B4ch K-Q7 

19 Q-Kt3 K-B8 

20 Q-B3ch K-Kt8 
21 K-K3 K-R7 

22 Q-B2 K-R8 

23 Q-R4ch K-Kt8 
24 K-Q3 K-B8 

25 Q-B2 mate 
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KUPCZEWSKI 1931 


I P-R4 K-Q3 


BLACK had no time to start his 
passed Pawn as White’s Rook Pawn 
threatened to move up the board and 
Queen with check. 


2 K-Kt6 


Otherwise Black heads off the 
passed Pawn with 2. . . K-B2. 


237855 K-Q2 


If he can get to B1, White’s Rook 
Pawn will be harmless. 


3 K-Kt7 P-R4 
4 P-RS P-R5 
5 P-R6 P-R6 
6 P-R7 P-R7 


7 P-R8(Q) P-R8(Q) 


This might be a draw, except that 
in Queening first White has the ad- 
vantage of giving a few checks. 


8 Q-B8ch K-Q3 


9 Q-B6éch K-K4 
10 P-B4ch 


White wins the Queen by discov- 
ered attack. 
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CHEKHOVER 1947 


I P-RS K-B4 
2 K-Kt2! P-B4 


IF BLACK attacks the Rook Pawn, 
the play goes like this: 2. . . K-Kt4 
3 K-B3, KxP 4 K-Q4, K-Kt4 5K- 
K4, K-B3 6 K-B5, K-Q2 7 KxP, K- 
K1 8 KxP, K-B2 9 K-R6, K-B3 (or 
9... K-Ktl J10K-Kt6) 10P- 
KtSch, K-B2 11 K-R7 and White 
winds. 


3 PxP P-Kt5 


Hoping to promote at the samc 
time as White, and draw. 
4 P-B6! 


Threatens to reach B8 and Queer. 
with check. , 


4... K-Q3 
To stop the Pawn if it takes an- 
other step. 
5 P-R6 P-Kt6 
Black has no time to play 5. . 


K-K3 as 6 P-R7, P-Kt6 7 P-R8(Q) 
wins. 


6 P-7 


Renewing the threat of Queening 
with check. 


6... K-K2 
7 P-R7 P-Kt7 


Will both sides Queen their Pawns 
simultaneously? 


& P-B8(Q)ch KxQ 


9 P-R8(Q)ch K-K2 
10 QxP 


White wins. It is just a coincidence 
that the composer of this ending is 
named Chekhover. 
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GRIGORIEV 1930 


I P-B4 


TO THIS Black cannot reply J. 
P-Q4 as after 2 P-B5, P-QS 3 P- B6, 
P-Q6 4 P-B7, P-Q7 White’s Pawn 
promotes to a Queen with check, and 
wins. 

| ee K-Kt5 

2 P-R4 


Now if Black moves 2. . . K-B4 
3 P-RS, and the Rook Pawn cannot 
be caught. 


ne P-Q4 


The best defense: if White continues 
by 3 P-RS, then 3... P-Q5 and 
Black will Queen with check. 


3 P-BS! 


To meet3... P-Q5 with 4 P-B6, 
threatening to Queen with check. 
eee K-B4 
4 P-RS 


Stops the King from coming closer, 
the reply to 4... K-Q3_ being 
5'P-R6 followed by 6 P-R7 and 
7 P-R8(Q). 


ee P-QS 


& 80 


Black in turn is ready to refute 
5 P-R6 with 5. . . P-Q6. 


5 P-B6 


Renews the threat of Queening 
with check. 


Pee K-Q3 


Stops the Bishop Pawn but now 
comes... . 


6 P-R6 
Preventing 6... K-K3 as then 
7 P-R7 wins. 
6... P-Q6 


Now White cannot play 7 P-R7, 
so he threatens again to Queen with 
check. 


7 P-B7! K-K2 

8 P-R7 P-Q7 

9 P-B8(Q)ch KxQ 
10 P-R8(Q)ch K-K2 
11 Q-Q4 


White wins. A beautiful composi- 
tion, with Black’s alternation of King 
and Pawn moves the only possible 
defense to White’s seesawing Pawns. 


. P-Kt4 
and Black 


must still play to capture the passed 


Pawn. 


K-Kt4 


to the neglect of the other. White’s 
I P-QRS 
Sooner or later the Pawn must be 


King takes the opportunity to come 
down on the unprotected Pawns like 


THE outside passed Pawn keeps 
Black busy on one side of the board 
a wolf upon the fold. 


removed. If instead J. . 
2 PxP, BPxP 3K-KS, 
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KxP 
P-B4 
PxP 
K-Kt3 
K-B2 
K-Q2 
K-K2 


2 K-Q5 


3 K-K6 
35 KxP 
6 K-Kt6 
7 KxP 
& P-RS 
9 K-Kt7 


White wins 


4 PxP 
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No. 71 


WHITE 
to play 


and win |} 


WHITE, a Pawn ahead, plays to ex- 
change Pawns on the King side. This 
would leave a passed Pawn which 
Black would have to keep under 
surveillance. White meanwhile could 
switch his attack to the other side of 
the board and win the game there. 


I P-Kt4 P-QR4 
2 P-QR4 K-B3 
3 P-R4 K-K3 


On 3... K-Kt3 4K-Q5, K-B3 
5 K-B5, K-K4 6 K-Kt5, K-B5 7 KxP, 
KxP 8 K-Kt6, and White will Queen 
his Pawn. 


4 P-Kt5 K-B2 
35 K-BS K-Kt2 
6 P-RS K-B2 


If 6... P-R3_ 7 P-Kt6, K-Bl 
8 K-K6, and the King goes over to 
the Queen side, since his King side 
Pawns are safe from capture. 
7 K-K5 K-K2 
& P-Kt6 PxP 
9 PxP K-K1 


On 9. . . K-B1, White can win it 
on the King side if he wishes, by 
10 K-B6, since the Pawn advances to 
the seventh rank without checking. 


10 K-Q5 K-B1 


Black’s King, unfortunately for 
him, cannot be in two places at the 
same time. 


11 K-BS5 
White wins 


NO. 72 


WHITE 
to play 


and win|| 


WHITE has three Pawns to two. An 
exchange of Pawns, leaving him with 
two Pawns to one, would greatly in- 
crease his advantage. By means of a 
temporary sacrifice, White brings 
about an exchange. 


I P-Kt4ch! PxPch 


There is no hope in]. . . K-Kt3 
2 P-Kt5, and White has a passed 
Pawn on the King side. 


2 K-Kt3 K-Kt3 


If2... K-K5 3 KxP, K-Q5 4 P- 
RS, K-B5 5 P-R6, and the Pawn 
Queens long before Black can pro- 
mote his Pawn. 


3 KxP K-R3 
4 K-BS 


White can go gaily about his busi- 
ness, since Black must lose time dis- 
posing of the passed Pawn. 


4s K-R4 
5 K-K5 KxP 
6K-05  -K-Kt4 
7 K-B5S K-B3 
8 KxP K-K2 
9 K-B6 K-Q1 
10 K-Kt7 K-Q2 
11 P-KtS 


White wins 
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FONTANA 1943 


A CLEVER break-through by White’s 
Pawns! 
1 P-B6! K-Kt3 


If 7... PxP instead, then 2 P- 
Q6 forces 2... PxP, after which 
White plays 3 P-B5 and the Pawn 
marches merrily up the board. 


2 P-Q6! PxQP 
Other moves lose instantly: 
A] 2... KxP 3 PxP 


B] 2... PxBP 3 PxP 
c] 2... P-K3 3 PxP 


3 P-BS K-B2 


He must try to stop the passed 
Pawn. 
4 P-B6 K-Q1 
5 P-QB7ch KxP 


The unhappy King cannot be in 
two places at once. 


6 P-B7 


White wins 


LOLLI 1763 


1 P-Ktél! 


THE only way to break through! 
White threatens 2 PxP, winning on 
the spot. 


leu. P-R3 

The alternative 7... PxP leads 
to this: 2 RPxP, K-B1 3 K-Q6 (diag- 
onal opposition) K-K1 4 K-K6, K-B1 
(if 4. ..K-Q1 5K-B7 ends the 
struggle) 5 K-Q7, K-Ktl 6 K-K7, K- 
R1 7 P-B6, PxP 8 K-B7, P-B4 9 P- 
Kt7ch and White mates in two. 

2 K-OQ5 


Not at once 2 P-B6, PxPch 3 K- 
BS, K-B1 4 KxP, K-Ktl 5 P-Kt7, K- 
R2, and Black has a draw. 


Deed fe K-B3 


On 2... K-Q2 3 P-B6 is deci- 
sive. 


3 K-K4 K-Kt4 
4 K-KS KxRP 
35 K-K6 K-Kt4 
6 P-B6! 


Now! 
6.. PxP 


Or 6... KxP 7 P-B7 followed 
by 8 P-B8(Q). 


7 P-Kt7 


White wins 
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K-Q5 
K-Q4 
PxPch 
. K-Q3 instead, ¢ PxP wins 


1 K-Kt4 
2 P-R4 
3 P-RS 


IF 3.. 


at once. 


4K-R4! 
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K-B4 


5 KxP 


Now we have the position in the 


. K-B4) 


previous note (after 4. . 


but with Black to move. 


. K-B3 when 


No better is 6. . 
7 PxP is conclusive. 


7 KxP 


White wins 


& 86 


immune from capture. White’s are 
further advanced, so he can venture 


BOTH sides have Pawns which are 
on a combination. 
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K-Kt2 
K-R1 
K-Kt2 


1 K-K2 
2 K-Q3 


3 K-B4 
Black must not push on by 3... 


P-B6 as the reply 4 K-Q3 winning the 


Pawn is the penalty. 
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K-Kt5 


1 K-K4 


OBVIOUSLY 


“ 
SN 


. KxP 2 P- 
Kt4, and the passed Pawn can never 


be caught. 


if J.. 
2 P-R4 
And now the Knight Pawn may 


not be captured. 
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K-R4 
K-R3 
K-Kt3 
K-R3 
K-Kt4 
K-R3 
K-R2 
K-Kt2 
K-R3 
K-Kt2 


irae 


3 K-B4 
4 P-Kt4 


“ 


5 P-RSch 
6 K-K4 
7 K-B3 


HORWITZ AND KLING ars 


8 K-B4 
9 P-Kt5 


10 P-Kt6 


11 K-Kt4 
Naturally, if JJ. . 
B3 will win the Pawn. 
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I P-R3! P-B4 


BLACK goes straight for a Queen. 
If he attacks the Rook Pawns instead, 
the play would go as follows: J. . . 
K-R4 2 K-Kt7, KxP (or 2... P- 
B4, changing plans in mid-stream, 
3 PxP, P-Kt5 4 P-B6, P-Kt6 5 P-B7, 
P-Kt7 6 P-B8(Q), P-Kt8(Q) 7Q- 
Kt4 mate) 3 K-B6, KxP 4 K-QS, K- 
KtS 5K-KS,K-B4 6K-B6, K-Q3 
7 KxBP, K-K4 8 K-Kt6, K-BS 9 K- 
RS, K-K4 10 KxP, K-K3 11] K-Kt6, 
K-K2 12 P-Kt5, K-B1 13 K-R7 and 
White wins. 


2 PxP P-Kt5 
3 P-B6 P-Kt6 
4 P-B7 P-Kt7 
5 P-B8(Q) P-Kt8(Q) 
6 Q-B8ch K-R4 


If 6... K-Kt3 7 Q-Kt7ch, K-B4 
(on 7... K-R4 8Q-Kt5 is mate) 
8 Q-R7ch and White wins the Queen. 


7 Q-B3ch K-Kt3 


If 7... K-R3 8 Q-B4ch, K-Kt3 
9 P-RSch,KxP 10 Q-Kt4ch, K-R3 
11 Q-R4ch, K-Kt3 12 Q-R7ch, and 
White wins the Queen. 


& P-RSch K-Kt4 
9 Q-Kt4ch K-R3 


On 9... K-B3 10 Q-Kt7ch, K- 
Q3 11 Q-Kt6ch is a brutal but con- 
vincing exchange of Queens. 


10 Q-Kt7ch KxP 
11 Q-Kt4ch K-R3 
12 Q-R4ch K-Kt3 
13 Q-R7ch 


White wins the Queen and the 
game. 
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PxPch 
If Black avoids the exchange by 
K-B4 
K-Kt4 
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. P-Kt6, then 2 P-B4 followed 
by 3 K-B3 wins the luckless Pawn. 


3 P-Kt4ch 


4 P-Kt4 
In order to block the position on 


the Queen side. Black’s Pawns will be 
easier to pick off if they are im- 


White with a passed Pawn. 
2 KxP 
movable. 
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NO. 79 


K-K2 
K-K1 
K-Bl 


12 P-Kt6 

13 K-Q6 

14 K-B6 
White wins 


Poses a difficult problem. How 
‘Cee 


does Black protect his Pawns while 
contending with the dangerous passed 


Pawn? 


K-Kt5 


Any Pawn move instead loses im- 


1 P-BS 
mediately: J. . 


UNASSISTED by the King, White’s 
Pawns break through by sheer force. 


a 
a 


. PxP 2 PxP fol- 
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lowed by 3 P-Q6 wins, or if 1... 


P-Kt3 2 RPxP gives White a passed 


Pawn. 
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2 P-Kt5! 
Threatens to continue with 3 P-B6, 


PxBP 4 PxRP and White wins. 
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NO. 80 


WHITE 


PxBP 
. PxKtP 3 P-B6 is deci- 


If 2.. 


sive. 


PxP 


3 P-Kt6 


4 P-Q6 
White wins, his Queen Pawn hav- 


ing a clear road to the last square. 
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No. 81 


WHITE 
to play 
and win 


DAVIDSON 


1 P-BS! 


THE right moment for the break- 
through. Black must not be given 


time for J. . . K-B1, consolidating 
his position. 
/ rere KtPxP 
If J... QPxP 2P-Q6, PxP 


3 KxQP followed by 4 K-B6, and all 
Black’s Pawns will fall. 

2 K-Kt5 K-Q2 

3 P-R4 


Not at once 3 KxP, as after3... 
P-B3 Black has counter-play. 


& iar K-B1 
Whereas if now 3... P-B3ch 


(instead of 3. . . K-B1) 4 PxPch, 
K-B2 5 P-Kt3, and Black is helpless. 


4KxP K-Kt2 
5 K-Kt5 K-R2 
6 K-B6 K-Ktl 
7 P-R5 K-B1 
8 P-R6 K-Ktl 


9 P-R7ch KxP 


The rest is no strain on White. 


10 KxP K-R3 
11 KxP K-Kt4 
12 P-Kt3 K-Kt5 
13 K-B6 

White wins 


A FLOCK of Pawns can make life 


NO. 82 miserable for a Queen, however nim- 
ble she may be. 
1 P-R6 P-B8(Q) 
2 P-R7 
WHITE Threatens to advance, become a 
to play Queen and checkmate. 
and win || 2 a8 Q-QR8 


If the King tries to flee by 2... 
K-Ktl, then 3 P-R8(Q)ch, K-B2 
4Q-Kt7ch,KxP (on 4... K-Bl 
5 Q-K7ch, K-Ktl1 6 Q-K8 is mate) 
5 Q-Kt7ch, K-B4 6Q-B7ch, and 
Black’s Queen falls. 


3 P-B7 Q-R6 
Prevents the Pawns on the seventh 
taking another step. 
4 P-Q6 
Poses a problem, since the Queen 
Pawn (which may not be taken) 


screens the Bishop Pawn, which 
threatens to Queen. 


SACKMANN 1913 


4... Q-KB6 
Solves the problem—temporarily. 
5 P-Q5! 
How now? 
Dass QxBP 
6 P-R8(Q)ch Q-Ktl 
7 Q-Rich Q-Kt2ch 
8 QxQ mate 
White wins 
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HORWITZ 


AND 


K 


LING 1851 


BLACK is a Pawn ahead, and has 
two connected passed Pawns. His ad- 
vantage in Force, Space and Time 
is enough, according to Znosko- 
Borovsky, to guarantee a win. De- 
spite his superiority in these elements 
Black is lost! White wins this by an 
intangible element—Strength of Posi- 
tion! 

The fact that victory is brought 
about by the doubled Pawns, gener- 
ally a weakness, is an amusing fea- 
ture. 


1 P-BS 
Threatens to continue with 2 P-K6, 
breaking through for a Queen.. 
) eee P-K3 


If J... PxP instead, 2 P-K6, 
PxP 3 P-Kt6 does the trick. 


2 PxKP PxP 
3 P-B4 K-Ktl 
4 P-BS! KPxP 


Or 4... KtPxP 5P-Kt6, and 
White wins. 


5 P-K6 K-B1 
6 P-K7 


White wins 


NO. 84 


WHITE 
to play 


and win || 


HORWITZ 1851 


WHITE breaks through what seems 
an impregnable barrier. 


1 P-Kt3ch PxPch 


Against a refusal to capture, White 
proceeds as follows: J... K-Kt4 
2 P-Kt4, K-RS 3 K-Kt2, K-Kt4 4 K- 
R3, K-R3_ 5 K-R4, K-Kt3_ 6 P-Kt5, 
K-Kt2 7K-RS,K-R2 8 P-Kt6ch, 
K-Kt2 9 K-Kt5, K-Ktl 10 K-B6, K- 
B1 11 K-K6, K-Kt2 12 K-Q7, and 
White wins. 


2 K-Kt2 K-R4 


3 KxP K-Kt4 
4 P-B4ch PxPch 
5 K-B3 K-Kt3 
6 KxP K-B3 
7 P-KSch PxPch 
8 K-K4 K-B2 
9 KxP K-K2 
10 P-Q6ch PxPch 
11 K-QS5 K-K1 
12 KxP K-Q1 
13 P-B7ch K-B1 
14 K-K6 


Unforgivable would be the precipi- 
tate 14 K-B6, allowing a draw by 
stalemate. 


UC Seer KxP 
15 K-K7 K-B1 
16 K-Q6 K-Kt2 
17 K-Q7 K-Ktl 
18 K-B6 K-R2 
19 K-B7 K-R1 
20 KxP K-Ktl 
21 K-R6 K-R1 


On 21... K-B2 22K-R7 es- 
corts the Pawn to the eighth square. 


22 P-Kt6 K-Ktl 
23 P-Kt7 K-B2 
24 K-R7 


White wins 


5 $ 


TROITZKY 1913 


IT IS clear that White’s hopes of 
winning depend on Queening the 
Rook Pawn, but how does he start? 
If 1 P-R4 (the natural move) K-Kt6! 
2 P-RS, P-R4 3 P-R6, P-RS 4 P-R7, 
P-R6 5 P-R8(Q),P-R7 mate! Or 
if 1KxP,K-Kt4 2 P-R4, PxPe.p. 
3 PxP, K-B3 4 P-R4, K-K2 5 P-RS, 
K-Q1 6 P-R6, K-B1 7 P-R7, K-Kt2, 
and Black wins the Pawn and the 
ending. 


1 P-KB6! 


Throws a Pawn in the path, so that 
Black’s King cannot reach Q1 di- 
rectly. 


Paks PxP 

2 KxP K-Kt4 
3 P-R4 PxPe.p. 
4 PxP K-B4 

5 P-R4 K-K4 


Now if 6P-R5, simply 6... 
KxP, while 6 P-B6 is met by 6... 
P-Q3 followed by 7. . . KxP, win- 
ning for Black. Therefore: 


6 P-Q6é! PxP 


Clearly, if 6... P-B3 7 P-RS, 
K-Q4 8 P-R6 wins. 


7 P-B6! 


White strews the Pawns about, and 
Black stops to pick them up, as Ata- 
lanta did the golden apples that Mi- 
lanion threw in her path in their 
legendary race. 


Faxon PxP 
8 P-R5S 
The Pawn, safely out of reach, is 


sure to reach the Queening square. 
White wins 


Kt-Q3 
Kt-B2ch 
Kt-R1 
. Kt-K4 instead (playing for 


4 P-R8(Q), Kt-Kt3ch winning the 


I P-R6 
2 P-R7 
3 K-K7 


IF3.. 
If White is careless now in chasing 


Queen) 4 K-B6, Kt-Q2ch 5 K-Kt7 
the Knight, this may happen: 4 K-B8, 


keeps the Knight at a distance, and 


wins. 
K-K4 5 K-Kt7, K-K3 6 KxKt, K-B2, 


and White has been stalemated. 
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CHERON 1952 


NO. 86 


4 K-B6! 
Maintains the opposition. White 


will continue with 5 K-Kt7, capture 


the Knight and win. 
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MARWITZ 1937 


I P-K6! Kt-K7ch 


WHITE must move out of check, and 
has choice of seven squares. One, and 
only one, is the right square, that as- 
sures White of a win. Moving to any 
of the others leads to a draw, as fol- 
lows: 

A] 2 K-B3, Kt-QSch, winning the 
Pawn 

B] 2 K-R3, Kt-BSch, winning the 
Pawn 

c] 2 K-Kt4, Kt-B6 3 P-K7, Kt-Q4 
4 P-K8(Q), Kt-B3ch, winning the 
Queen 

D] 2 K-R4, Kt-B5 3 P-K7, Kt- 
Kt3ch, winning the Pawn 

E] 2 K-B2, Kt-B6 3 P-K7, Kt- 
KSch 4 K-K3, Kt-Q3, stopping the 
Pawn (and capturing it later with the 
King). 

F] 2 K-Kt2, Kt-B5Sch, winning the 
Pawn 

How that Knight hops around! 


2 K-R2!! 
This is the right move, to which 


there is no reply. 
White wins 


1 K-Q5 
IF AT once J] P-Kt7, Kt-K4ch 2 K- 
Q5, Kt-Q2 3 K-Q6, Kt-Ktl 4 K-B7, 


Kt-R3ch 5 K-Kt6, Kt-Ktl 6 K-R7, 


Kt-Q2, and Black draws. 
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NO. 88 


WHITE 


Kt-K4 


The best chance. There is no hope 


. Kt-K6ch 2 K-BS, nor in 
. Kt-B3ch 2 K-B6. Now comes 


an amusing continuation: 
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to play 
and win 


RINCK 1937 


K-B4 
K-B3 
K-B4 
K-B3 


2 P-Kt3ch 
3 P-Kt4ch 
4 P-KtSch 


5 P-Kt6 
The King is torn between obliga- 


tion to his Knight, and the necessity 


(let alone desire) to capture the im- 


pudent Pawn. 


6 P-Kt7 
White wins, having set Black a task 


too much even for a King to cope 


with. 
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§ 708 


CLEVER defense disposes of one 
White Pawn, but the one that remains 
renders Black’s Knight hors de com- 
bat. 


I P-Kt6 Kt-Q3 
2 P-Kt7 Kt-K1 

3 P-Kt8(Q) Kt-B3ch 
4 K-Kt5! KtxQ 

5 P-Q6! 


Prevents the Knight from emerg- 
ing, and threatens to move on and 
Queen with check. 


Dated P-Kt6 


All that is left, neither King nor 
Knight being able to head off the 
Queen Pawn. 


6 P-Q7 P-Kt7 
7 P-Q8(Q)ch 


White wins 


Kt-K4ch 
Kt(K4)-Kt5ch 
KtxP 
Kt-B2 

Kt-B5 


BLACK is willing to sacrifice one 


5 KxKt 


Knight so that the other can overtake 
Attacks both Pawns. 


the dangerous advanced Pawn. 
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Kt-Q3ch 


6 P-Kt7 
Did White overlook this? 


NEUMANN = 


KtxP 


7 K-K7 


8 P-Kt4 
Paralyzes the Knight. 


K-Kt4 
K-B3 


9 K-Q7 


10 K-B7 
White captures the Knight and 


wins 


8... 
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tries to get his Bishop to the diagonal 
running from his QR2 to KKt8. 
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2 K-O5 
White of course plays to keep the 


Bishop off the line. 
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B-R3 


Aiming at the square K6. 
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BxP 
. KxP 4 P-R6 followed by 


5 P-R7 and the coronation at R8. 


3 P-KtSch! 


If3.. 


B-RS 


4 K-K4! 


5 K-B3! 
White wins. His Pawn will march 


on, fearing neither the King who is 


too far off, nor the Bishop who can 
no longer interfere with its progress. 
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RINCK 1937 


K-B4 


4 P-KtSch 
5 P-Kt6 


If 5.. 


QKt7, B-K4 7 P-Kt8(Q), BxQ 8 P- 


Kt7 wins. 


K-B3 
. B-B6 instead, then 6 P- 


6 P-KKt7 


White wins 
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NO. 93 


WHITE 
to play 


and win || 
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Y Y 


DE FEIJTER 1932 


1 K-B5S 


BEFORE advancing the passed 
Pawn, White fights to keep the 
Bishop from occupying the long diag- 
onal. 


| eee 
2 K-K4 

But not 2 K-KS, as after2. . . K- 
K7 3 P-R7, K-Q6, and the Bishop 
reaches QS. 


2 bs B-Q1 
3 K-KS! B-Kt4 


If Black tries 3. . . B-K2, then 
4 P-R7, BxP 5 K-Q4, B-R6 6 K-B3, 
and control of the long diagonal wins 
for White. 


4 P-R7 B-B8 
5 K-Q5 B-Kt7 
6 K-B5 K-B7 
7 KxP K-B6 


Since the Bishop will not be able to 
cope with both passed Pawns, Black 
rushes his King over to dispose of the 
Rook Pawn. 


& K-B6 K-BS 
9 P-Kt5 K-B4 
10 P-Kt6 K-Kt3 


Is Black in time? 


B-Kt3, 


11 P-Kt7 B-K4 
12 P-Kt8(Q) BxQ 
13 P-R8(Q) 

White wins 


B-Kt6 
K-Q2 


APPARENTLY Black will attend to 


1 K-Kt7 
2 P-RS 
the Rook Pawn with his Bishop, 
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while his King blockades the King 


Pawn—but White has a few sur- 


prises! 
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draw the position. 


B-Kt6ch 


4 san 


5 P-K6ch! 
Astonishing! Not only does White 


give away a Pawn, but he lets it be 


captured with check! 


White wins 
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WHITE 
to pla 


Kt2 5 P-B6ch, K-B1, and Black has 


a draw. 


K-R2 
K-Ktl 
B-R4 


4 P-B6! 
5 K-K6 
6 K-Q7 
7 K-K8 


White wins 


HORWITZ AND KLING 1851 
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B-B7 
K-Q2 
K-Q1 
BxP 


2 P-R6 
3 K-Kt7 
4 P-Kt5 
5 P-R7 
6 KxB 


White wins 


B-B3ch 


I P-B7 


2 P-Kt7! 
UNEXPECTED, but the move that 


XN 
\ 


wins. If instead 2 K-Kt8, B-Kt2 3 P- 
KtSch, KxP(Kt3), 4 P-B8(Q), BxQ 
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NO. 97 


5 KxB, KxP, and Black draws. Or if 


2 K-Kt8, B-Kt2 


3 P-B8(Q), BxQ 


“ 
“ 


\ 


\ 


“ 


\ 


fs ol 
a 


WHITE 


B- 
and 


Kt2 5P-KtSch,KxP 6 KxB, 
Black has been swindled) 5 KxB, 
KxP(Kt3) and the position is a draw. 


4 K-B7,K-Kt4 (but not 4... 
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to play 


and win ay 


MORAVEC 1925 


White wins, as Black must either 
abandon his Bishop, or move it and 


allow the Pawn to Queen. 
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BxP 


5 P-R7 
6 P-B7 


White wins 


HORWITZ ry 
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1 K-KtS 
THE winning idea is to bring the 


King around to Q8. 


K-B2 
B-Q2ch 
B-RS 
B-Kt4 
B-R5 
B-Kt4 
KxQ 
BxQ 


7 P-Kt8(Q)ch 
8 P-K8(Q)ch 
9 KxB 


4 K-Q6 
White wins 


2 K-BS 
3 K-KS 
5 K-B7 
6 K-Q8 
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HORWITZ AND KLING 


WHITE 
to play 
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PxP 


wrecking White’s 


1 P-B6 
THE impulsive J P-R7 is met by 


Les 


2 K-B5 
Here too if 2 P-R7, P-B4ch 3 KxP, 


. B-Kt7, 
B-Kt7, and Black draws. 


chances of a win. 
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K-B2 
B-R1 


6 K-Kt8 
White wins. He captures the im- 


prisoned Bishop and then Queens his 


5 K-B7 
Rook Pawn. 


Threatens to win by 5 K-K7 fol- 
4 


lowed by 6 P-B7ch. 


HOLM 1913 
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SAAVEDRA 1895 


I P-B7 R-Q3ch 
2 K-Kt5 


EVERY move of White’s must be 
timed right. For instance, if 2 K-Kt7, 
R-Q2 followed by capturing the 
pinned Pawn draws, or if 2 K-B5, R- 
Q8 followed by 3. . . R-B8ch does 
likewise. 


Die S28 R-Q4ch 
3 K-Kt4 R-Q5ch 
4 K-Kt3 R-Q6ch 
5 K-B2 R-Q5 


With this idea: 6 P-B8(Q),R- 
BSch! 7 QxR, and Black draws by 
stalemate. 


6 P-B8(R)! 


Under-promotes to a Rook, and 
foils the stalemate try. Pieces are now 
even, but White threatens to mate by 
7 R-R8ch. 


623.5 R-RS 
7 K-Kt3 
Attacks the Rook and threatens 


8 R-B1 mate. White wins a Rook and 
the game. 


No. 102 |} 


WHITE 
to play 


and win |}. 


HORWITZ AND 


K 


LING 


1 K-B7 R-B7ch 


OBVIOUSLY if 1... R-R1 2 P- 
Kt8(Q), RxQ 3 KxR, and the re- 
maining Pawn becomes a Queen. 


2 K-K6 R-K7ch 


The idea is to annoy the King 
enough to make him come down the 
board, whereupon the Rook can get 
to the first rank and hold back the 
Pawns. 


3 K-BS R-B7ch 


If at once 3. . . R-K1, then 4 K- 
B6, K-B2 5 K-B7, K-Q2 6 P-Kt8(Q) 
wins for White. 


4 K-K4 R-K7ch 
5 K-B4! 


The natural 5 K-B3 fails after 
5... R-K1 6 K-B4, R-KKtl 7 K- 
B5, RxP, and the Rook giving up his 
life for the second Pawn, draws for 
Black. 


aerer R-K1 
6 K-Kt5 K-B2 
7 K-R6 K-Q2 
8 K-R7 K-K2 
9 P-Kt8(Q) 

White wins 
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The Knight 


THAT graceful creature, the Knight, 
showman of the chessboard, has always 
been popular with the beginner, the av- 
erage player, the amateur, the neighbor- 
hood expert, the real expert, the master, 
the Grandmaster, and the World Cham- 
pion. The Knight needs no further in- 
troduction. 

For positions where the Knight exe- 
cutes the mate by itself see Carvajal No. 
103, Berger No. 105, and Troitzky No. 
108. 

Amusing concepts are those by Ché- 
ron No. 114, Eisenstadt No. 121 and 
Prokes No. 124. 

Interesting duels between Knight and 
Bishop (and in this section the Knight 
is always victorious) are Dimentberg 


114 


No. 109, Kosek No. 110 and Kosek No. 
111. 

Worthy of special mention in the en- 
counters between White Knight and 
Black are Pongracz No. 115, Kling No. 
117, No. 118, Belenky No. 126, and 
Tapiolinna No. 127. 

In No. 107 by Kubbel, the Knight 
makes a playful tour—to allow itself to 
be captured! 

Delightful concepts are those by 
Rinck No. 120, Renner No. 122,.Prokes 
No. 125, Réti No. 128, and Kotov No. 
131, 

Thoroughly absorbing are the Halber- 
stadt No. 113, Réti No. 116, Halber- 
stadt No. 119, Kaminer No. 132 and 
the deceptive Selesniev No. 133. 


A LONE Knight can mate! Without 


a Pawn on the board, Black would be 
quite safe. As it stands, the Pawn is 
compelled to move down and hem in 


its own King. 


1K-B1 


2 Kt-B2ch 
3 Kt-Q4 
4 K-B2 


. P-R7 5 Kt-Kt3 mate. 


Or4.. 
5 Kt-K2 
6 Kt-B1 
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7 Kt-Kt3 mate 
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oo 1KtBS —-K-Q7 
YY Y Y 


“ 


2 Kt-R4! 


IF WHITE had played 2 Kt-K4ch in- 
stead, the reply 2. . . K-Q6 would 
threaten to capture the Knight and 
then the Pawn. After White’s actual 
move, Black must lose time chasing 
after the Knight. 


Drevin K-Q6 

3 K-Kt2 K-B5 

4 K-B3 K-Kt6 
5 K-K4 KxKt 

6 K-Q5 


White has gained time to bring his 
King to a dominating position. The 
rest is elementary. 


Of. K-Kt4 
7 P-B4ch K-Kt3 
8 K-Q6 K-Kt2 
9 P-B5S K-B1 
10 K-B6! 
White wins 
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1 K-Q3 
WHITE does not go after the Pawn, 


2 
fo 
“ 


_ 
_ 
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as 1 K-Kt4, K-R8 2 KxP is a draw by 


stalemate. 


K-R8 


2 Kt-R4! 
Instead, he gives up his own valu- 


| 
able Pawn! 
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WHITE 


K-Kt8 
K-R8 


3 K-Q2 
4K-Bl 
Forces Black to take it. 


OP! ses 


BERGER 


KxP 


4. 


5 K-B2 


K-R8 
K-R7 
K-R8 
P-R7 


6 Kt-B5S 


7 Kt-Q3 
& Kt-B1 


9 Kt-Kt3 mate 
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NO. 1 06 


K-R1 
P-R7 


5 P-R7ch 
6 Kt-B6 


-.. 


GRIGORIEV 1933 


P-R8(Q) 


7 Kt-Q8 
8 Kt-B7 mate 
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KUBBEL 1914 


1 P-R3 
ON I Kt-Kt5ch, K-Kt5 draws easily. 


eer K-Kt6 
2 Kt-Kt5 K-B5 
3 Kt-K4 K-B6 
4 K-Q4 K-B5 


There is no fight in ¢#. . . K-Kt7 
5 Kt-Kt5, K-Kt6 6 K-K3, K-Kt7 7 K- 
B4, K-B7 8 K-Kt4, and White wins. 


5 K-Q5 K-B4 
Still keeping White’s King at bay. 
6 Kt-B3! 


Very subtle! The natural 6 Kt-B2 
leads to 6...K-B5S 7 K-K6, K- 
B6 8K-B5,KxKt 9K-Kt4, K-K6 
10 KxP, K-B5 1] K-RS, K-B4 12 K- 
R6, K-B3 13 K-R7, K-B2 14 P-R4, 
K-B1 15 P-R5, K-B2 16 P-R6, K- 
B1, and White must either play 17 K- 
Kt6 allowing Black to reach Kt1 and 
a draw, or imprison his own King in 
a humiliating stalemate position. 

6... K-BS 
7 Kt-K2ch K-B6 
& Kt-Ktlch K-Kt7 


9 K-K4 KxKt 
10 K-B3 K-R7 
Il K-Kt4 K-Kt7 
12 KxP K-B6 
13 K-Kt5 K-K5 
14 P-R4 K-K4 
15 P-RS K-K3 
16 K-Kt6 


White wins, as the Pawn is free 
and Black can never reach Ktl, the 
drawing square. 
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P-R4 
P-R5 


2 K-Ktl 
3K-R1 
4 Kt-B4 mate 
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1 K-Q7! 
BLOCKING. the Pawn—a strange 


winning move! White does not ad- 


vance the Pawn immediately, as after 
1 P-Q7, B-B3 followed by 2... 
K-Q4 


BxP draws the position. 


Now threatening 3 P-Q7. 
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WHITE 
to play 
and win} 


B-B3 


DIMENTBERG 1949 


Black is in Zugzwang. He loses be- 
cause he is compelled to move. He 


has these choices: 


. KxKt 4 KxB, and the 


A] 3.. 
Pawn Queens. 


. B-K1 4Kt-B6ch win- 


ning the Bishop. 


B] 3.. 


. B-Kt4 4 Kt-B3ch, K-B4 
5 KtxB, KxKt 6 P-Q7, winning. 


c] 3.. 


. B-RS 4Kt-B3ch and 


D] 3.. 
5 KtxB. 


White wins 
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KOSEK 1923 
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KOSEK 1910 


1 Kt-B6 


SHUTS off the Bishop’s action on the 
long diagonal so that the Pawn may 
march through. The Pawn now 
threatens to reach Kt7 safely. 


Y eee B-B8 
2 P-Kt6 B-R3 
3 K-Q6 B-Kt2 
If the King tries to help by 3... 
K-K6, then 4 K-B7, K-KS 5 Kt-Kt4 
evicts the Bishop, enabling the Pawn 
to advance next move. 
4 K-B7 B-Rl 
5 Kt-Q8 K-K6 
On5.. . B-B66 Kt-B6 shuts the 
Bishop out permanently, assuring the 


Pawn of Queening in two more 
moves. 


6 Kt-Kt7 
Brutal but necessary. The Bishop 
is imprisoned. 
6... K-Q5 
7 K-Kt8 K-Q4 


Unfortunately for Black, his King 
may not move to B4 attacking the 
Pawn. 


& KxB K-B3 
9 K-R7 


White wins 
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WHITE 
to play 


and win|| 
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WHITE plans to maneuver his Knight 
to Kt7, shutting off the Bishop, and 
then promote his Pawn. White’s ob- 
ject is clear, but he must time his 
moves right to accomplish it. 


I Kt-R5S 


The plausible try 1 K-Kt8, K-Ql 
2 Kt-RS (threatening 3 Kt-Kt7ch fol- 
lowed by advancing the Pawn) fails 
after 2... B-RI! 3 KxB, K-B2 4 
Kt-B4, K-B1 5 Kt-Q6ch, K-B2 6 Kt- 
Kt5ch, K-B1 due to the fact that the 
Knight cannot gain a move. 


: eee B-R1 


White was threatening to shut off 
the Bishop by 2Kt-Kt7 or 2 Kt- 
B6ch. 


2 K-B8! 


Gaining a move for the final 
maneuver—something the Knight 
cannot do. If at once 2 K-Kt8, K-Q1 
3 Kt-Kt7ch, K-Q2 4 KxB, K-B1 
5 Kt-Q6ch, K-B2 6 Kt-K8ch, K-B1, 
and the stubborn King cannot be 
ousted. 


Ds K-Q3 2 
3 K-Kt8 K-Q2 
4 Kt-Kt7 


Black’s King needs a waiting move 
(so that 5KxB can be met with 
5... K-B1) but he has none! 


SOR K-B3 
5 KxB K-B2 
6 Kt-Q6! 


Prevents Black from moving to B1, 
and enables his own King to emerge. 


Ons KxKt 
7 K-Kt7 
White wins 


HALBERSTADT 1939 


AN INTERESTING duel between 
Knight and Bishop. 


I Kt-Kt7ch K-Kt5 
The other defenses lead to the fol- 
lowing play: 
A] 1... K-B3 = 2 Kt-Q8ch, K- 


Kt4 (on 2... K-Kt3, or O4 3 Kt- 
K6 followed by Queening with check 
wins, while 2. . . K-B4 3 Kt-K6ch 
costs the Bishop) 3 Kt-K6, B-Kt6 
4 K-B6, B-RSch 5 Kt-Kt5 wins. 

B] 1. . . K-BS 2 Kt-Q6ch, K-04 
3 K-B6!, B-Kt6 4K-KtS wins. A 
beautiful variation. 

c] 1... K-Kt3, Q4 or QS 2 P- 
B8(Q)ch wins. 


2 Kt-Q6 B-K6 


On 2... B-Kt4ch 3 K-K8, and 
White will then play 4 Kt-B5 fol- 
lowed by 5Kt-K7, blocking the 
Bishop’s action on the diagonal. 

Black’s actual move leaves the pos- 
sibility of checking at Kt4 open, as 
well as the opportunity of shifting to 
another diagonal via QKt3. 


3 Kt-B8 B-BS 


Kept out of QKt3, the Bishop 
heads for B2. 


4 Kt-Kté! 


Refutes 4... B-B2 by 5Kt- 
Q5ch winning the Bishop, and 4. . . 
B-Kt4ch by 5 K-K8, K-B4 6 Kt-B8 
followed by 7 Kt-K7 shutting out the 
Bishop. 

Boies K-B4 


After all the fencing, the position 
is almost identical with the opening 
scene. 


5 Kt-QS! 
White wins. If 5. . . KxKt 6 P- 
Q8(Q), the Pawn Queening with 


check, while on 5... B-Kt4ch 
6 Kt-B6 is decisive. 
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KtxKt 


1 Kt-Kt7ch! 


Onl.. 
K-B3 3 P-R6 wins for White. The 


endings is the forcible displacement 
A simple and pleasing example: 


of a piece that prevents your Pawn 


A PRETTY tactical device in Pawn 
from moving up the board. 
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WHITE 


. K-B2 instead, 2 KtxKt, 


Pawn and Knight stay where they are 
until the King comes up and helps. 


“ 


ea 


K-B2 


2 P-R6 


3 P-R7 
Certainly not the greedy 3 PxKt, 


when3.. 
bution. 


. KxP drawing is fit retri- 


White wins 
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to play 


and win|} 


Y 


Gl ty 
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PONGRACZ 


BEFORE the Pawn can advance, 
Black’s Knight must be driven off 
and kept out of active play. 

1 Kt-Q2 K-Kt2 

2 Kt-B4 


Forces Black’s Knight away from 
the center of action. 


2.9 Bike Kt-Kt8 


On 2... Kt-B7 3 P-Kt5, Kt-K8 
4 P-Kt6, Kt-Q6ch 5 K-Kt5, Kt-B5S 
6 P-Kt7 leaves Black helpless. 
3 K-Q4! 


Not at once 3 P-Kt5 as3... Kt- 
B6 attacks the Pawn, and after 4 P- 
Kt6, Kt-RSch 5 K-B6, KtxP captures 
it and draws. 


bene K-B2 


For the moment Black’s Knight is 
out of business. 


4 P-Kt5 K-K2 
5 P-Kt6 K-Q2 
6 K-BS Kt-B6 


7 Kt-KSch K-B1 


Black has no time to attack the 
Knight as after 7... K-K3 8 P- 
Kt7, Kt-R5ch 9 K-Kt4 wins. 


& K-B6 Kt-K7 
9 P-Kt7ch K-Ktl 
10 K-Kt6 


White mates next move 
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1 K-R7! 


A SUBTLE winning move. The natu- 
ral 1 K-Kt8 leads to J... K-Kt4 
2 Kt-Kt4 (2 P-R7, Kt-B3ch wins the 
Pawn) Kt-B3ch 3 K-Kt7 (3 K-B7, 
KtxKt 4 P-R7, Kt-Q4ch followed by 
5... Kt-Kt3 draws) Kt-R4ch 4 K- 
R7, KxKt 5 K-Kt6, Kt-B5ch 6 K-B7, 
K-R4 7P-R7,Kt-Kt3 and Black 
draws. 


Vs ace K-Kt4 


If 1... Kt-B3ch 2 K-Kt6, K-Q4 
(or 2... Kt-K2 3K-Kt7) 3Kt- 
Kt4ch, KtxKt 4P-R7 wins, or if 
1... K-B4 2 Kt-Q4 (a pretty sac- 
rifice to prevent the King coming 
closer) KxKt 3 K-Kt6, and White 
wins. 
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2 Kt-Kt4! K-R4 


If 2... KxKt 3 K-Kt6 wins, or 
if 2... K-B4 3 K-Kt8, KxKt 4 K- 
B7 (certainly not 4 P-R7, Kt-B3ch 
followed by 5... KtxP) Kt-K3ch 
5 K-Kt6, and the Pawn cannot be 
stopped. 


3 K-Kt8 Kt-B3ch 
4 K-Kt7 Kt-Qlch 
5 K-B7 Kt-K3ch 
6 K-Kt8 Kt-B4 


On 6... K-Kt3 7 P-R7, Kt-B2 
8 Kt-QSch wins. 


7 P-R7 Kt-Q2ch 

8 K-B7 Kt-Kt3 

9 K-Kt7 K-Kt4 
10 Kt-Q5 


White wins. Black’s Knight must 
not move and dares not stay. A full- 
bodied instructive Réti composition. 
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KLING 1867 


WHITE must draw Black’s Knight 
away from its post, so that his Pawn 
may advance and Queen. 


1 Kt-K6 


Intending to attack the Knight by 
2 Kt-B8. 


: re K-Q4 


Vacates B3 for later occupation by 
his Knight. 


2 Kt-B8 Kt-K4 
3 K-R8 


Clearly not 3 P-Kt8(Q), Kt- 
B3ch, and the newly-crowned Queen 
comes off the board. 


Bre sea Kt-B3 
4 Kt-Q7 K-K3 


If 4. ..K-Q3 5 Kt-Kt6, K-B2 
(on 5... K-B4 6 Kt-B8 followed 
by 7 Kt-R7 wins) 6 Kt-QSch, K-Q3 
7 Kt-Kt4 wins for White. 


5 Kt-Kt6 K-Q3 
6 Kt-B8ch K-B2 
7 Kt-R7 Kt-Ktl 
8 Kt-Kt5ch K-Kt3 
9 KxKt 

White wins 
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No. 118 |] 


WHITE 
to play 


and win || 
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1 Kt-B6 


TO PREVENT a perpetual check by 
1... Kt-Q2ch 2 K-R8, Kt-Kt3ch 
3 K-Kt8, Kt-Q2ch 4 K-B8, Kt-Kt3ch 
etc. 


Leas Kt-R1! 


A clever defense. If Black had 
played 1... K-B4, then 2 K-Kt7, 
K-Kt4 3 Kt-Q5 evicts the Knight and 
wins. 


2 Kt-Q5! 


A fine reply. White avoids 2 KxKt, 
K-B2 3 Kt-QSch, K-B1 4 Kt-K7ch, 
K-B2, and Black draws, the Knight 
being unable to gain a move to dis- 
lodge Black’s King. 


235% K-Q2 


Ready to meet 3 KxKt with 3... 
K-B1, and Black draws. 


3 K-Kt7 


Restricts Black to one move by his 
King, since his Knight may not come 
out. 


So .-% K-Q1 


The only move to keep in touch 
with the square B1.On3. . . K-Q3 
instead, White replies 4 KxKt fol- 
lowed by 5 K-Kt8, winning. 


4 Kt-Kt6 Kt-B2 
5 K-B6 


White wins 

Black must either move his King, 
losing the Knight, or move the Knight 
and allow White’s Pawn to Queen. 


A REWARDING ending where the 
variations are as brilliant as the main 
play. 

1 K-KtS! 


Moving in on the Knight. Straight- 
forward attack by J K-B5 leads to 
this: 7. . . K-R2! 2 K-B6 (or 2 Kt- 
Q7, KtxKt 3 P-K6, Kt-Kt3 4 P-K7, 
Y Y, Y Kt-B1 5 P-K8(Q), Kt-Q3ch and 

Zi _ di Black wins the Queen) K-Kt3 3 K- 
HALBERSTADT 1949 Kt7, KxKt 4 KxKt, K-Q4, and Black 
captures the Pawn and draws. Or 
1 K-BS, K-R2 2 K-KtS, K-Kt3 3 Kt- 
Q7ch, KtxKt 4 P-K6, Kt-B4 5 P-K7, 
Kt-K3ch 6 K-B6, Kt-B2, and the 
Pawn can never move on to Queen. 


er K-R2 
2 K-BS5! 

The natural attack 2 K-R6 is met 
by 2. . . K-Kt3 3 Kt-Q7ch (if 3 K- 
Kt7, KxKt draws) KtxKt 4 P-K6, 
Kt-B3 5 K-Kt6 (5 P-K7, Kt-Ktlch) 
Kt-Q4 and Black draws. 


Ds a K-Kt3 


If Black returns instead by 2... 
K-Ktl, then 3 K-B6, K-B1 (or3... 
Kt-R2ch 4 K-Kt6, Kt-Blch 5 K-Kt7, 
and the Knight is trapped) 4 K-Kt7, 
Kt-Q2 5 KtxKt, KxKt 6 K-B7, and 
the Pawn will Queen. 


3 Kt-Q7ch! KtxKt 
4 P-K6 Kt-B4 


If 4... K-B2 5 P-K7 followed 
by 6 P-K8(Q) wins. 


5 P-K7 Kt-Kt2 


A last flicker of hope. If White 
precipitately Queens his Pawn then 
6... Kt-Q3ch removes the Queen. 


6 K-K5 
White wins 


131 fp 
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RINCK 1915 


THERE is classic economy in this 
pleasing example of persuasion ex- 
erted on Black’s Knight to abandon 
his important post. 


I P-B6 Kt-B7ch 


2 K-Kt2 Kt-Q6 
3 P-B7 Kt-BSch 


4 K-R2 
In order later to restrict the moves 
of Black’s King. 
45 bs Kt-Kt3 


The Pawn is stopped, but White 
has a counter-combination. 
5 Kt-B3ch K-Kt5 
6 Kt-KSch! KtxKt 
7 P-B8(Q) 


White wins 


EISENSTADT 1948 


GALLOPING furiously after the 
passed Pawn, Black’s Knight heads it 
off just in time—or does he? 


1 P-BS Kt-K6 
2 P-B6 Kt-B4 
3 P-B7 Kt-K2ch 
4 K-Kt7 Kt-Kt3 


The Pawn is stopped, but now 
comes... . 


5 KtxP 


Ready to reply to 5... KtxKt 
with 6 P-B8(Q) and White wins, or 
if Black plays 5. . . P-R6, then the 
continuation is 6 KtxKt, P-R7 7 P- 
B8(Q), P-R8(Q), 8 Q-R8ch will re- 
move Black’s Queen. 


Se es Kt-B1 
6 Kt-B6 mate! 
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Bh 134 


WHITE'S first move is obvious, but 
how will his King hide from all the 
the checks? 


1 PxP R-Kt6ch 
2 K-B7 R-B6ch 
3 K-Q7 


The King must not leave the sev- 
enth rank. If for example 3 K-Q3, R- 
B1 solves Black’s problems, or if 3 K- 
Q8, RxKt, and White does not dare 


RENNER 1041 Queen his Pawn. 

ROE R-Q6ch 
4 K-K7 R-K6ch 
5 K-B7 R-B6ch 
6 K-Kt7 R-Kt6ch 
7 Kt-Kt5! 

Chess players are generous! 

acts RxKtch 


Now the Rook is closer, which is 
the purpose of White’s sacrifice. 


& K-B7 R-B4ch 

9 K-K7 R-K4ch 
10 K-Q7 R-Q4ch 
11 K-B7 R-B4ch 
12 K-Kt7 R-Kt4ch 
13 K-B6! 


White wins. The Rook has no 
more checks, and cannot return to 
the first rank. 


Ti, @ zu], WHITE is a whole piece ahead, but 

Za Ze, || how does he win? Moving closer with 
his King stalemates Black, and mean- 
ingless Knight moves do not force the 
win. 

Clearly, giving up the Knight will 
break through, but the sacrifice must 
be timed right. If for example 
1 KtxP(R6), PxKt 2 K-B6, K-Ktl 


Y yy ‘| 3 P-Kt7, K-R2 4 P-Kt8(Q)ch (4 K- 
LZ. ZL. B7 stalemates Black) KxQ 5 K-Kt6, 
SALVIO and White can win the remaining 


Pawn but not the ending. 


I Kt-Q6 K-Ktl 
2 Kt-K8 K-R1 


3 Kt-B6! 
Leaves no choice. 
re PxKt 
4K-B7 P-B4 
5 P-Kt7ch K-R2 


6 P-Kt8(Q) mate 
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= 1P-Kt7 — Kt-Q3ch 
Y Y 
VN Vi Ws 


2 K-Q4! 


NOT at once 2 K-Q5, as after2 ... 
KtxP 3 P-K7, K-B2, Black has a 
draw. 


Ques KtxP 
3 K-Q5 
Y 
Ay ae The difference is that Black is now 
Y Y confined to two plausible defenses. 
PROKES — Bin ina K-Kt2 


Moving away from the Pawn, but 
if he makes the only move open to 
his Knight then this happens: 3. . . 
Kt-B4 4 P-K7, Kt-R3 5 K-Q6 (of 
course not 5 P-K8(Q), Kt-B2ch win- 
ning the Queen) K-B2 6 Kt-Q8ch, 
K-K1 7 Kt-K6, K-B2 8 Kt-Kt7, Kt- 
B2 9 K-Q7, K-B3 10 Kt-K8ch, KtxKt 
11 KxKt and White wins. 


4 Kt-Q8! KtxKt 
5 P-K7 


White wins 
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BELENKY 1955 


BLACK is so busy warding off at- 
tacks on his Knight, and coping with 
the passed Pawns, that he overlooks 
a greater danger—that of being 
checkmated! 


1 K-K7 Kt-R2 


Black can try to capture the Pawns, 
in which case the play would run: 
1... K-Kt4 2 KxKt, KxP 3 K-Kt7, 
K-Kt5 4Kt-K4,K-B6 5 K-Kt6, K- 
Kt5 6 K-B6, K-B6 7 K-B5 and White 
wins. 


2 K-B7 K-Kt4 


The alternative is 2... Kt-B3 
when 3 P-R6, K-Kt4 (on 3... K- 
K4 4Kt-Q7ch wins) 4 Kt-K4ch, 
KtxKt 5 P-R7 wins for White. 


3 Kt-K4ch KxP 
4 K-Kt7 Kt-Kt4 
5 Kt-B6 mate 
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Other defenses are: 
. Kt-Q2 (or R2) 4 Kt- 
K7, Kt-B3 5 P-Kt8(Q)ch, KtxQ 6 P- 
R7 and wins. 


A] 3.. 


= 
“ 
a 


and 


. Kt-Kt3 4 Kt-B6, Kt-K2 


B] 3.. 
5 P-Kt8(Q)ch, KtxQ 6 P-R7 


wins. 


TAPIOLINNA 1929 


KtxP 


4 Kt-K7 
5 P-R7! 


White wins 
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ONLY two moves are needed to win, 
but they are enough to force Black 
into zugzwang. Zugzwang is the com- 
pulsion to move—and lose. 


I Kt-Q4ch K-B4 


Oni]... K-Kt2 instead, the con- 
tinuation is 2 KxP, K-R3 3 Kt-Kt3, 
B-BSch 4 K-R3, K-Kt4 5 K-Kt4, B- 
Ktl 6P-B4,K-KtS 7 P-B5, KxKt 
8 P-B6, K-Kt5 9 P-B7, B-Q3 10 P- 
R6, and White wins, the Bishop be- 
ing outdistanced by the Pawns. 


2 K-RI! 


White wins! There are no threats, 
and if Black could pass nothing could 
happen to him. But zugzwang—the 
compulsion to move when it’s one’s 
turn to move—has him in its grasp, 
and he is lost. The proof: If 

A] 2... B-Bl 3Kt-K6ch wins 


.the Bishop. 

B] 2... B-Kt2 3 Kt-K6ch wins 
the Bishop. 

c] 2... B-Kt4 3 Kt-K6ch wins 
the Bishop. 

D] 2... B-B5 3Kt-K6ch wins 
the Bishop. 

E] 2... B-Q7 3Kt-Kt3ch wins 
the Bishop. 

F] 2... B-B8 3 Kt-Kt3ch wins 
the Bishop. 

G] 2... K-Q3 3Kt-BSch wins 
the Bishop. 


H] 2... K-Q4 3 P-R6, and the 
passed Pawn becomes a Queen. 
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MATTISON 1914 


1 P-B6 


BEFORE starting his Rook Pawn, 
White blocks the long diagonal. 


Y Leen PxP 
2 P-R6 B-B6 


If 2. . . P-B4 3 Kt-K5 prevents 
the Bishop from getting on the di- 
agonal. 


3 Kt-Kt5 B-Q4 
4 Kt-K6 P-B4 


Black may not bring his King 
closer, as after #4... K-Q2 5Kt- 
B5Sch, K-B2 6 P-R7 leaves him help- 
less. 


5 Kt-B7ch K-Q2 
6 KtxB K-B1 


On 6... K-B3 7K-Kt2, P-B5 
8 K-B2, P-B6 9K-K3, and White 
overtakes the Pawn. 


7 Kt-Kt6ch K-Ktl 
Forced, as 7... K-B2 allows 
& P-R7 followed by Queening. 
& Kt-Q7ch K-R2 
9 KtxP 


White wins. His King simply 
comes up the board and escorts the 
Pawn to the Queening square. 
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3 P-B6 
4 P-B7 


White wins 
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WHITE 
to play Z, 
and win|| 


KOTOV 1945 


I P-B7 RxPch 
2 Kt-B6 R-R1 

3 Kt-K8 R-R3ch 
4 K-Kt5 


THE King must find a way to evade 
the Rook’s checks. He may not move 
to the seventh rank, as after 4 K-Kt7 
for example, 4. . . R-R2 followed 
by sacrificing the Rook for the Pawn, 
draws. Nor may he move to the 
Bishop file, as after 4 K-BS, R-R8 
followed by 5. . . R-KB8 (with or 
without check) draws for Black. 


: ae R-R4ch 
5 K-Kt4 R-RSch 
6 K-Kt3 R-R6ch 
7 K-B2 R-R7ch 
& K-K3 R-R6ch 


Now we go up the board. 


9 K-K4 R-RSch 
10 K-K5 R-R4ch 
11 K-K6 R-R3ch 
12 K-Q7 R-R2ch 
13 Kt-B7 


White wins, as the Rook has no 
more checks and cannot stop the 
Pawn. 
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KAMINER 1925 


1 P-Kt7 R-B1 
2 Kt-Kt4ch K-KS 


BLACK plays to capture or render 
impotent the King Knight Pawn. 
Moving to the Queen side instead 
would lead to this: 2... K-B5 
3 Kt-B6, K-B4 4 P-Kt8(Q), RxQ 5 
KtxR, K-Q4 6 P-Kt4, K-K4 7 P-Kt5, 
K-B4 8 Kt-Q7,K-B5 9 Kt-B6 and 
White wins. 


3 Kt-B6 K-B5S 


Hoping for this: 4 P-Kt8(Q), RxQ 
5 KtxR, K-Kt6, and Black captures 
the Pawn next move and draws. 


4 P-Kt4! KxP 


What else is there? Black must pre- 
vent 5 P-Kt5 followed by 6 P- 
Kt8(Q)ch, and if he tries 4... 
R-B3ch (instead of 4. . . KxP) then 
5 K-Kt7 (not 5 KxP which is refuted 
by 5... R-B2ch, and White loses 
the ambitious Queen Knight Pawn) 
R-Kt3ch 6 KxP and White wins. 


5 K-Kt7 R-K1 


The only square open along the 
rank. 


6 K-B7 
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R-KR1 


Once again the only square left. 
7 K-K7! 


Threatens 8 Kt-Q8, cutting off the 
Rook, after which the Pawn could 
advance. 


Teves R-KKt1 
& Kt-Q8 R-Kt2ch 


If White should now get out of 
check by moving his King, the reply 
9... RxP would draw easily, the 
Knight alone being unable to force 
mate. 


9 Kt-B7 R-Ktl 


But now the Rook returns to the 
first rank. Does Black get a draw 


after all? 


10 Kt-R6ch 


Certainly not! The Knight fork 
wins the Rook and the game. 


Knight, but he can close in and cap- 
ture the badly-placed Bishop in re- 


WHITE cannot save his stranded 
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No. 133, 


BxKt 


4 P-R8(Q)ch! 
Unexpected, and the only way to 


3 Kt-Kt?7! 
win. If instead 4 K-Kt6, B-R1 5 K- 
B7, K-Q2 6 K-Kt8, K-K2 7 KxB, K- 
B2, and White is stalemated. 


SELESNIEV 1920 


BxQ 
K-K2 
K-B2 
K-B1 
K-B2 
K-B1 
K-K2 
K-K1 
K-B1 
K-K1 
K-B1 
K-Kt2 


: oe 
5 K-Kt6 
6 K-R7 
7 KxB 
8 K-R7 
9 K-R6 
10 K-Kt6 
11 K-Kt7 
12 KxP 
13 K-K6 
14 P-B6 
15 P-B7 
16 K-K7 
White wins 
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The Bishop 


THE Bishop may not be so glamourous 


be spent on diagonals of one color. De- 
spite this, endings in which the Bishop is 
the star actor can be quite entertaining. 

For example, there are these sprightly 
inspirations: Sachodakin No. 134 (mate 
by a lone Bishop) Fritz No. 137 (in 
which the Bishop makes only one move) 
Efron No. 138, Selesniev No. 172 and 
Fritz No. 175. 

Winning with “the wrong Bishop” is 
nicely demonstrated in Troitzky No. 
136, Duras No. 139 (the Bishop makes 
a couple of ingenious moves in this one) 
Horwitz and Kling No. 140, and Hor- 
witz No. 144. 

Sometimes the Bishop’s role is to be 
sacrificed for the good of the cause, as 
in Selesniey No. 141, Kayev No. 142, 
Neustadt No. 143, Del Rio No. 145, 
Bledow No. 148, Neustadt No. 177 (the 
Bishop offers itself on three squares!) 
Troitzky No. 176 and Karstedt No. 
179. 

In combat with the Knight, the Hor- 
witz and Kling No. 147 shows the 
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. Bishop winning by triangulation, while 
as the Knight, since its whole life must — 


the Selesniev No. 155 has the King cas- 
ually invading the enemy territory. 

The basic battle of Bishop against 
Bishop is instructively demonstrated by 
Centurini in his No. 149, No. 150, No. 
152, No. 153 and No. 154. 

Noteworthy Bishop endings are the 
deceptive Weenink No. 156, the delight- 
ful Heuacker No. 157, the classic Hor- 
witz No. 158, and the pleasantries by 
Platov Nos. 159 and 160. 

Domination over a Rook is beauti- 
fully illustrated in Fritz No. 161, while 
other entertaining instances of the Rook 
being outwitted by a Bishop can be seen 
in Mattison No. 162, Halberstadt No. 
163, Kubbel No. 164 and Vancura No. 
178. 

Engaging subtleties in Bishop endings 
are those in Fritz No. 165 (a little 
beauty!) Isenegger No. 166 and Seles- 
niev No. 173. 

Last there is the Queckenstedt No. 
180, which has this composer’s own 
characteristic touch. The interplay of 
Pawns and Bishops is amusing. 
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SACHODAKIN 1932 


No. 1 341, 
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Lies 


AGAINST a Rook Pawn and a bad 
Bishop (one that does not control the 
Pawn’s Queening square) Black can 
draw if his King can reach the comer 
square. 

White’s play to win is easily under- 
stood once we realize that his pur- 
pose is to keep Black’s King from 
reaching Ktl or Kt2, from whence 
he can move to R1 and the safety of 
a draw. 


1 B-K6! K-K2 
2 P-R6 K-B3 
3 B-BS! 


To prevent 3. . . K-Kt3 attack- 
ing the Pawn. 


Bah 8 K-B2 


Now threatening to move to Ktl, 
anda sure draw. 


4 B-R7! K-B3 
5 K-B4 K-B2 
6 K-BS K-B1 
7 K-B6 K-K1 
& B-BS K-B1 


White mates in two moves 
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WHITE 
to play 
and win 
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FRITZ 1939 


& 150 


CAN White overtake the Rook Pawn? 
1 K-B7 P-R4 
2 K-K6 


But not 2 B-B6 as 2... K-Kt6 
3 K-Kt6, P-R5 4 BxP, KxP and Black 
has a draw. 


Dace x P-R5 
This time if Black had played 
2... K-Kt6, 3 K-B5 would close 
in on the Pawn. 
3 K-Q5 


Ready to meet 3. . . K-Kt6 with 
4K-K4 and the Rook Pawn is 
doomed. 


Sia hve P-R6 
But this certainly looks good! 
4 K-B4! P-R7 
5 B-Kt4 P-R8(Q) 
6 P-Kt3 mate! 


And not a moment too soon. 


1 P-R7 


WHITE can try to prevent Black 
from Queening his Pawn, but after 
1 B-B3, K-B1 2 B-KS (to stop2... 
K-Ktl when Black has a certain 
draw) P-Kt7 3 BxP, K-Ktl, and 
White cannot possibly force a win. 


, re P-Kt7 
2 P-R8(Q) P-Kt8(Q) 
With Black’s King and Queen so 
far apart from each other, it seems 
incredible that the Queen will either 


be lost or the King driven into a cul- 
de-sac in a half-dozen moves. 


3 Q-Kt7ch K-K3 


If 3. . . K-Kl 4Q-K7 mate, or 
if 3. . . K-Ql 4B-K7ch, discover- 
ing an attack on the Queen. 


4Q-K7ch  K-Q4 


The alternative is 4... K-B4 
5 Q-R7ch winning the Queen. 


5 Q-Q6ch K-B5 


Here if 5... K-K5S 6 Q-Kt6ch 
wins the Queen. 


6 Q-BSch K-Kt6 
7 Q-B3ch K-R7 
8 Q-R3 mate 
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152 


IT IS clear that Black can draw if his 
King reaches QR1, since White has a 
Rook Pawn and his Bishop does not 
control the Pawn’s Queening square. 
How does White keep the King out? 
If he plays the natural J B-B5, the 
continuation would be J. . . K-B2 
2 P-R4, K-K3 (but not2. . . K-K1 
3 P-RS, K-Q1 4 B-Q6, K-B1 5 P-R6, 
K-Q1 6 P-R7 and White wins) 3 P- 
RS, K-Q4 4 P-R6, K-B3 5 K-Kt2, K- 
B2 (aiming for the square Ktl and a 
sure draw) 6 B-R7, K-B3 (threatens 
to win the Pawn) ~7 B-Kt8, K-Kt3 
8 P-R7, K-Kt2, and White must con- 
cede the draw. 


1 B-Kt4! 


A subtle move, whose purpose will 
shortly be manifest. 


fara K-B2 
2 P-R4 K-K3 
3 P-RS K-Q4 
4 P-R6 K-B3 


5 B-RS! 
Prevents 5. . . K-B2, and closes 
all the roads leading to Black’s QR1. 
Dae P-Q4 


6K-Kt2 —— P-O5 
7K-B3 _—P-Q6 
8K-K3  K-Q2 


The King has nothing left but re- 
treat. 


9 P-R7 
White wins 
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BEFORE Black can be subdued, his 
King must be prevented from reach- 
ing the corner square, and his re- 
maining Pawn captured. 


1 B-BS K-R4 
2 K-Kt7 K-Kt4 
3 B-Kté! 


Forces Black to move down the 
board. 


eee K-B5 
4 K-B6 K-Kt6 


Black can try a roundabout route 
to R1, with this result: 4. . . K-Q6 
5 K-Kt5, K-K5 6 KxP, K-Q4 7 K- 
Kt5, K-Q3 8 K-R6, K-B3 9 P-R4, K- 
Q2 10 K-Kt7, and Black is kept out. 


5 B-BS K-B5 
6 B-Q6 K-Q5 
7 K-Kt5 K-Q4 
& B-R2 K-K3 


9 KxP K-Q2 
10 K-Kt5 K-B1 
11 K-B6 
White wins 


153 


1 B-Q4! 
NOT at once J P-B8(Q), as Black 


replies by Queening with check. 


P-Kt8(Q) 


3Q- 


. KxB as 
newly-crowned 


2 P-B8(Q), P-Kt8(Q) 
his 


BSch forfeits 


Black cannot play ]. . 
Queen. 
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to play 


P-R7 


2 BxQ 
Now this Pawn looks dangerous! 
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SELESNIEV ak 


3 B-Q4! 
Obviously, if White had played 


3 P-B8(Q) instead, then 3. . 


. P- 


R8(Q) would have drawn for Black. 


KxB 


Dik ays 


P-R8(Q) 


4 P-B8(Q) 


5 Q-R8ch 
White wins the Queen and the 


game. 
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P-RS 


1 P-BS! 
2 B-K6! 
A bit of generosity saves miles of 


WHITE must do something about 
the menacing Rook Pawn, but after 
the plausible 7 B-Kt1, P-R5 2 B-B5, 
P-Q3 3 B-R3, K-Q6 4 B-Blch, K-Q5 
5 K-Kt5, K-B6 6 K-B6, P-R6 7 K- 
Q5 (or 7 KxP, P-R7 8 B-Kt2, KxP 
and a draw) P-R7 8 B-Kt2, K-Q6, he 
can capture the Queen Pawn only at 
the expense of his own Pawn. There- 
fore: 

analysis. 
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KAYEV 1940 


No. 1 #2 Wy, 
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to play || 
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PxB 
P-R6 
P-R7 
P-R8(Q) 
K-04 
K-K5 


5 P-B8(Q) 
6 Q-B3ch 
7 Q-BSch 


8 Q-B6ch 
White wins the Queen and the 


3 P-B6 
game. 


2.5 
4 P-B7 
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NEUSTADT 1930 


WHITE must retain his Pawn in or- 
der to win. He must prevent some- 
thing like this happening: ]. . . P- 
B6 2 PxP, K-BS, and his invaluable 
Pawn comes off the board, enabling 
Black to draw. 


1 B-Ktich K-Kt5 


2 B-04 K-Kt6 
3 B-B3 P-KtS 
4 K-04! 


But not 4 B-Q4, P-B6, and Black 
forces the draw. 


C: PxB 
5 PxP K-R5 
6 KxP 

White wins 


HORWITZ 1885 


ORDINARILY, Black could move 
his King to the comer and draw eas- 
ily against a Rook Pawn and a Bishop 
of the wrong color. White wins the 
position though, by effecting a change 
of identity in his impotent Rook 
Pawn! 


1 K-B6 K-R1 


If Black plays 1... K-R3 in- 
stead, there comes 2 B-K3, K-R4 
3 B-BS, K-R3 4 B-Kt6, P-Kt5 5 PxP, 
P-R6 6 P-Kt5 mate. 


2 K-Kté! 


White does not blunder into 2 KxP, 
after which there is no possible way 
to win. 


20.506 P-Kt5 
3 PxP 
But now the Rook Pawn has been 
transformed into a Knight Pawn! 


eR P-R6 

4 P-Kt5 P-R7 

5 B-K5 P-R8(Q) 
6 BxQ K-Ktl 

7 B-K5ch K-R1 

8 K-B7 K-R2 

9 P-Kt6ch 

White wins 
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K-Kt8 
KxB 


I B-B3ch 
2 B-R1! 


BLACK has a wicked-looking Rook 
3 K-B1 


Pawn, but an alert sacrifice renders it 


harmless. 


P-Q4 
P-KS5 
P-K6 
P-K7ch 
K-Kt8 


4 PxP 
5 P-Q6 
6 P-Q7 
7 KxP 
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P-R8(Q) 


& P-Q8(Q) 
Black gets his Queen after all, but 


will never have a chance to move it. 


DEL RIO 1750 


9 Q-O4ch 
Care must be taken in checking. 


Such a move as 9 Q-KtSch for exam- 
ple allows Black to interpose his 
Queen with check, forcing a draw. 


K-R7 
K-Kt7 
. K-Kt8 J1Q-B2 is 


Dr hay « 
10 Q-R4ch 


On 10.. 
mate. 


K-R7 


11 Q-Kt4ch 
12 K-B2 
White wins 
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GORGIEV 1938 


BLACK is a piece behind, but his 
passed Pawns on both sides of the 
board can be a worry to a Bishop. 


1 B-Kt1! 


Stops the dangerous-looking Rook 
Pawn from moving on. 


Lae5 8 P-BS 


Or the following: J... K-Kt6 
2 K-B6, K-Kt7_ 3 P-Q7,KxB 4 P- 
Q8(Q), P-R7 5 Q-Kt6ch, K-R8 6 
QxP, K-Kt7 7 Q-Kt4ch, K-B7 8 Q- 
R3, K-Kt8 9 Q-Kt3ch, K-R8 10 Q- 
B2, P-BS 1] Q-B1 mate. 


2 K-B6 P-B6 


3 K-BS5! 
Threatens mate on the move. 
beer K-Kt6 
4 P-Q7 P-B7 


5 P-Q8(Q) P-B8(Q) 
6 Q-QSch K-B6 


Or6.. . K-Kt7 7 Q-R2ch, K-B6 
8 Q-B2 mate. 


7 Q-O4ch K-Kt6 
8 Q-R4ch! KxQ 


If he refuses the Queen by 8. . . 
K-Kt7, then 9 Q-B2ch, K-R8 10 Q- 
R2 is mate. 


9 B-B2 mate 
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IN THIS battle of Bishop against 


No. 147 || reyes Knight, White plays to force his op- 
a ,_|| ponent into zugzwang. 
Z v 4 q 1 B-B7 K-Kt4 
The King stays near the Pawn, pre- 
WHITE venting White from capturing the 
to play Knight. 
and win || 2 B-K8ch K-R4 


3 B-Q7 


Not 3 B-R5 when Black draws by 
3... Kt-K3ch 4 K-B6, Kt-Qich 5 K- 
BS, Kt-K3ch 6 K-B6, Kt-Qlich, and 
Black has a perpetual check. 


32% K-R3 
4 B-R3 K-R4 


Black may not move the Knight as 
after 4. . . Kt-Kt2, White can win 
the beast either by 5 B-B8 or 5 B- 
Bich. 


5 B-Kt4 


Still keeping an eye out for the 
Knight check. 


Dis Senn K-Kt4 
6 B-K2ch K-R4 


If 6. . . K-B4 instead, the reply 
7 B-B4 leaves Black helpless. 


7 B-B4 


Now we have the diagrammed po- 
sition, with Black to move. But Black 
is in zugzwang—he has no moves! 

White wins 
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. Kt-B7 4 P-RS, Kt-Kt5 
since the King can no longer move 


and still protect it. 
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IF BLACK refuses the Bishop, then 


after 3.. 
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White wins 
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CENTURINI 1856 


TO WIN this, Black’s Bishop must 
be driven off either of the two di- 
agonals leading to White’s QB8, the 
Queening square of the Pawn. 

The first step: 


1 B-B3 B-R6 
2 B-Kt7 B-Kt5 
3 B-B8 , 

Moving in front of the Pawn, even 
though it blocks the Pawn for the 
time being, to force Black’s Bishop to 
leave the diagonal. 


Da ats B-Q7 
The second step: 
4 B-BS B-R3 
Ousted from one diagonal, the 


Bishop seizes another, also leading 
to QB8. 


5 B-Q4 


Prevents Black from playing 5... 
B-Kt2. 


Deh es K-B4 


Black moves his King, since his 
Bishop must stay where it is. 


6 B-Kt7 


Now the Bishop moves beside the 
Pawn, assuring its advance next 
move. 

White wins 


' CENTURINI 1856 


IN ORDER that his Pawn advance 
to K7 (after which it is assured of 
Queening) White must drive the op- 
posing Bishop off either of the two 
diagonals leading to that square. 


1 B-K7 
As in the previous example, 
White’s first step is to move his Bishop 


in front of the Pawn. This will evict 
Black’s Bishop from one diagonal. 


yee B-K6 
2 B-B8 B-Kt4 


Black of course seizes the other di- 
agonal leading to K7. 


3 B-Kt7 K-Q3 
4 B-B6 


The second step: the Bishop moves 
beside the Pawn to dislodge Black 
from his occupancy of the critical di- 
agonal. 


Fis 5 B-Q7 


The alternative, exchanging Bish- 
ops, is obviously hopeless. 


5 P-K7 
White wins 


163 rH) 


dislodge Black’s Bishop from the path 


TO WIN this, White must do two 
things: maneuver his King to B7, and 
of the Pawn. 
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No. 151 


WHITE 


B-B1 
. B-Kt7 (or anywhere else 


on the long diagonal) 2 B-B6 wins 


instantly. 
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2 K-B6! 
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B-B1 


3 K-B7 


4 B-K3 
Black is in zugzwang—he must 


move, and he has no moves! 


White wins 


6 164 


1 K-R7! 


TO PREVENT 1. . 


\ 


. K-Ktl, after 


B-Kt7 
B-Q5 
K-K1 


3 B-R6ch 


4 B-Kt7 
Moving in front of the Pawn, the 


Bishop drives the adverse Bishop off 


the long diagonal. 


Or anywhere else on the long di- 
2 B-B4 


which Black’s King could not be 
agonal. 


evicted. 
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No. 152 
WHITE 
to play 
and win 


CENTURINI 18 = 


B-B4 


4. 
The only move, since 4. . 


. B-K6 
is refuted by 5 B-Kt2 followed by 


6 P-Kt7, winning. 


B-B1 


5 B-K5 
In accordance with principle, White 


can now deploy his Bishop to B4, 


and then R6 alongside the Pawn, but 
there is a faster win available. 


6 B-Q6! 


White wins. After6. . 


Kt7 is decisive. 


. BxB 7 P- 


165 rf) 


(to 


. B-Q7, then 
prevent 4 P-R6) 4 B-K7!, B-B6 5 P- 


B-Kt4 
Me B-B3 
. B-K2 3 B-K3, B-B1 4 B- 


2 B-R6 
Moving in front of the Pawn to dis- 


1 B-Kt7 
lodge Black’s Bishop. 
2 


IF BLACK tries ]. . 
R6, B-Q5 6 B-B6, and White wins. 


2 B-R6, B-B6 3 B-KtS, B-Kt2 
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. K-B5S 5 B-Kt7 


is conclusive) 5 B-K5, K-Kt5 6 B- 
B6, K-BS 7 B-Kt7, and the Pawn has 


a clear road ahead. 
3 B-K3 


Threatening to advance the Pawn. 


White wins 


If2.. 
Q4,K-R5 (on 4.. 


CENTURINI ae 


3) 166 


CENTURINI 1856 


1 B-R4 K-Kt3 


ON A Bishop move instead, say 
1... B-K4, White continues with 
2 B-B6, B-R7 3B-Q4,B-Kt6 4B- 
R7, B-BS 5 B-Kt8, B-K6 6 B-R2, B- 
R2 7 B-Kt1, and wins. 


2 B-B2ch K-R3 


To prevent White from moving his 
Bishop to R7 and Kt8, after which it 
is easy to dislodge the enemy Bishop. 
For example, if 2. . . K-B3 3 B-R7, 
B-Kt6 4 B-Kt8, B-B7 5 B-R2, B-R2 
6 B-Kt1, and it is done. 


3 B-BS! 


Forces the opposing Bishop out of 
the corner, since his King must stay 
where it is. 


ee B-Kt6 
4 B-K7 K-Kt3 


Otherwise, the maneuver 5 B-Q8 
and 6 B-B7 is decisive. 


5 B-Q8ch K-B3 


Stops 6 B-B7, but the exposed po- 
sition of Black’s Bishop enables 
White to gain a tempo. 


6 B-R4! 


Had Black at his third move 
played the Bishop to Bishop five, 
then White’s sixth move would have 
been B-KtS, or if 3. . . B-K4, then 
White’s sixth would have been B-B6. 


635. 3% B-R7 

7 B-B2 K-Kt4 

& B-R7 K-R3 

9 B-Kt8 B-Kt8 
10 B-B4 B-R2 
11 B-K3 


White wins 
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WHITE 
to play 


and win || 


(3) 168 


SELESNIEV 191 


ww 


1 B-B6! 


IT IS important to blockade the 
Pawn. If instead 7 K-K5, P-B3 2 BxP, 
K-B2 3 B-Kt2, Kt-R1! 4 BxKt (other 
moves do not affect Black’s reply) 
K-Kt3 5 B-Kt2, KxP and Black has 
drawn. 


5 eee K-Q1 
2 K-BS! 

The natural move 2 K-B7 (to force 
2... K-Bl 3 K-K8, and an easy 
win) is beautifully demolished by the 
subtle 2. . . Kt-B1 (attacking the 
Pawn) 3 P-R8(Q), stalemate! 

Another pitfall is 2 K-K5, when 
2... K-K2 gives Black the opposi- 
tion and a draw. 


2.2453 K-K2 
3 K-KS! 
White seizes the opposition, the 


objective being to work his King 
around to QKt?7. 


Sree K-B2 
4 K-Q4 K-K3 
5 K-B5 K-K2 
It is clear that throughout all this, 
the Knight must stay rooted to the 
spot. 


6 B-B3 K-Q2 
7 B-Kt4ch K-K2 
8 K-B6 K-Q1 
9 K-Kt7 


Black’s position now comes apart. 
He must not move the Knight, dares 
not move the Pawn, and should not 
move his King. 

White wins 


NO. 156] 


WHITE 
to play 


and win || 


WEENINK 1919 


WA 


THE win seems simple and straight- 
forward—but it is easy to fall head- 
long into a hidden trap prepared by 
Black. 


1 P-KtSch K-K2 
2 P-Kt6 K-K1 


At this point 99 out of 100 players 
would move 3 P-Kt7, confidently and 
unhesitatingly, only to be set back on 
their heels by 3. . . B-B1 (pinning 
the Pawn) followed by 4. . . BxP 
(sacrificing the Bishop for the pre- 
cious pawn), the resulting position 
being a draw. 


3 B-Q7ch! KxB 


White meets other replies with 
4 P-Kt7. 


4 P-Kt7 
White wins 
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No. 157] 


WHITE 
to play 


and win ||, 


a) 170 


HEUACKER 1930 


WHITE must not de hasty and move 
1 P-R7, as the reply 1... P-KS 
ruins his winning chances. 


1 B-R7! B-R8 


Naturally, if 7... BxB 2 P-R7 
wins for White. 


2K-Ktl _B-B6 
3K-B2 _—B-R8 
4 B-Q4! 


A brilliant sacrifice. If Black cap- 
tures by 4... PxB, then 5 K-Q3 
blocks the Bishop’s path and assures 
the Rook Pawn of Queening. 


4... BxB 
5 K-Q3 B-R8 

On 5... K-Kt4 5 P-R7, P-K5Sch 
6 KxB, and the Pawn cannot be over- 
taken. 

After the actual move, White must 
not play 6 P-R7, as after 6... P- 
KSch the liberated Bishop will pre- 
vent White’s Pawn from Queening. 


6 K-K4 


White wins, as his Pawn cannot be 
headed off. 
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Evidently not relishing 3. . 


R2 4 B-K3 mate. 


“ 
NN 


(a=. 


a 
a of 

oo 
nn 8 


“ 
a 


“ 


K-R1 
K-R2 


4 P-Kt5 
5 B-Q4 


HORWITZ = 


No. 158 


. B-R2 6 KxP mate. 


Or5.. 


K-R1 
PxP 


6 B-R1 
7 P-Kt6! 


. B-R2 8 KxP mate. 


8 KxP mate 


If7.. 
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ONLY one piece can stop White’s 


passed Pawn—Black’s Bishop. So the 
Bishop must be persuaded to leave 


the critical diagonals! 


B-Kt2 
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and win tg 


Black! 


PLATOV 1907 


. P-B6 


But not 6 B-K6 (intending 7 B- 
B7) as Black’s reply is 6. . 


giving him a draw. 


B-Kt3 


Still keeping an eye on the Pawn. 


BxB 


7 B-BSch 


& P-K8(Q) 


White wins 
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VARIOUS offers are made to decoy 
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NO 100 Va 
WHITE 
to pla 


harmless) 3 P-B7 and White wins. 


2 


B-Q2 
B-B1 
B-B4 
. B-Kt2 5 B-Kt2, BxB 


2 P-B7 
6 P-B8(Q) wins. 


3 K-K7 
4 K-Q8 


On 4.. 


PLATOV 1907 


7 P-B8(Q) 


5 B-Q3 
White wins 


6 B-B4 


173 @ 


R-R1 
. R-Kt7ch 2 K-B7 


R-QKtl 


I P-Q7 


Ifinstead]. . 
(White’s moves are intended to keep 


the Rook from reaching the first 
~ rank) R-B7ch 3 K-K7, R-K7ch 4 K- 


2 K-Kt7 
The only square available on the 


Q6, and the Rook is out of checks. 
first rank. 


A BEAUTIFUL ending with mini- 


mal means. 
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FRITZ 1931 


No. 161 


3 B-B7 (Domination) 


White wins 


g17 


R-Q6ch 


1 P-Kt7 
THE only way the Rook can get back 


to the first rank. If Black tries]... 


R-B4ch, 


then 2 B-K5,R-Bl 3B- 


Q6ch wins the Rook. 


R-Q1 
R-KRI1 
R-Q1 


2 K-Ké! 
3 B-B7 


4 B-KS 


If Black moves 4.. 
instead, then 5 K-B7, R-Q1 6 B-B7, 


R-KRI 7 B-Q6ch leads by a trans- 


. R-Kich 
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WHITE 


MATTISON 1924 


position of moves into the actual 


play. 


R-KKt1 
R-Q1 
R-KR1 
K-R4 


& B-Q6ch 


9 B-B8 
Cuts off the Rook from the Pawn, 


but does Black have another re- 


7 B-B7 
source? 


5 K-K7 
6 K-B7 


R-R2ch 


10 B-Kt7 
White wins, 


rae 
Queen. 


as the Pawn will 
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HALBERSTADT 1938 


1 P-B7 R-K7ch 


THE Rook tries to return to the first 
rank, to prevent the Pawn’s Queen- 
ing. Should the Rook attempt to get 
behind the Pawn, then this would oc- 
cur: J...R-Kt4ch 2K-Q4,R- 
KtSch 3 K-B3, R-Kt6ch 4 K-Kt2, R- 
Kt7ch 5 K-R3, and White wins. 


2 K-B6 R-K1 
3 B-R4! R-KKtl 
4 K-B7 R-KRI 
5 K-Kt7 R-R1 


The only square left, as 5... R- 
QB1 allows 6 B-Q7ch winning the 
Rook. 

6 B-B6 R-R2 


The Rook could not remain on the 
first rank. This looks good though, as 
the Pawn is pinned and cannot ad- 
vance, 


7 B-Q7ch! 


Cleverly interposing the Bishop, so 
that the Pawn is freed. 


Tee K-R5 
8 P-B8(Q) 
White wins 


R-K4ch 
. R-B1 3 B-B6ch, K-B4 


R-B4ch 
4 B-K7ch wins the Rook. 


The Rook must get back to the 


first rank, to stop the Pawn. It cannot 
. R-R1 as 2 B-B6ch 


1 P-R7 
2 K-K2 


If 2.. 


AN INTERESTING battle between 


Bishop and Rook. 
do so by 1. . 
wins the Rook. 
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177 .J 


R-K1 
K-K4 
K-B4 


5 B-Kt3ch 


6 B-Kt8 
Shuts off the Rook and wins for 


White. 


3 K-Q2 


4 B-B2ch 
Now it’s the Bishop’s turn to check. 


reas 


KUBBEL 1909 


No. 165 |} 


6 178 


FRITZ 1933 


THERE is a great deal of brilliant 
play in this innocent-looking minia- 
ture. 


1 P-Kt7 R-R4ch 
2 K-Q6! 


On 2KxB for example, Black 
draws by 2... R-R3ch (but not 
by 2... R-Kt4 3B-B6ch, K-Q1 
4 BxR, K-B2 5B-R6, and White 
wins) 3 K-Q5, R-Kt3 followed by 
4... RxP. 


2% R-Kt4! 


A subtle defense involving the 
sacrifice of the Rook and an offer of 
the Bishop! 

There was no hope in 2. . . R- 
R3ch 4 B-B6ch, and the Pawn will 
advance, since Black must drop all 
business to get out of check. 


3 B-B6ch K-Q1 
4 BxR B-B1! 


The idea being that 5 P-Kt8(Q) 
or 5 P-Kt8(R) stalemates Black. 


5 P-Kt8(B)! 


A clever under-promotion. Two 
Bishops do not generally win against 
one Bishop, but Black is cramped 
and in a mating net. 


Die arte B-Kt5 


If the Bishop moves to the other 
diagonal by 5... B-Kt2, then 
6 B-B7ch, K-B1 7 B-Q7 is mate. 


6 B-B7ch K-B1 
7 B-R6 mate 


No. 166 || 
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WHITE || YW 
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and win || 


ISENEGGER 1951 


BEFORE we see how White wins, let 
us look at some interesting tries: 

A] 1 P-Kt7, B-K6ch 2 KxB, KxP, 
and Black draws against the Rook 
Pawn and a Bishop that does not 
control the Pawn’s Queening square. 

B] 1 K-B6,B-K1 2 P-R4, BxP, 
3 BxB, and Black draws by stalemate. 

c] J B-Kt8, B-K3ch 2 KxB, KxP, 
and again Black gets to the corner 
and draws. 

The solution is: 


1 K-Kt8! B-K3ch 


A pretty alternative is J... B- 
B4 2 P-Kt7!, BxBch 3 K-R8, K-Kt3 
(the Bishop must obviously stay 
where it is) 4 P-R4, K-R3 5 P-RS, 
and Black is in zugzwang. He must 
move, though every move loses. 


2 K-R8 B-B4 


Against 2. . . B-Q4, White pro- 
ceeds with 3 P-Kt7, B-K3 4 B-Kt8, 
B-B4 5B-Q5,B-R2 6 B-K4, BxB 
7 P-Kt8(Q) and wins. 


3 P-Kt7! BxB 
4 P-R3! 


The key move! If 4 P-R4 instead, 
4... K-Kt3 5 P-R5Sch, K-R3, and 
it is White who is in zugzwang, and 
must give up both Pawns. 


ae K-Kt3 
5 P-R4 K-R3 
6 P-RS 


White wins: Black is out of moves. 
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WY, 


I P-Kt6 


THE first step in the process of pro- 
moting one of the Pawns is to bring 
them both to the sixth rank. 


P25 B-B7 
2 P-B5 B-Kt6 
3 K-Kt5 B-B7 
4 P-B6 B-Kt6 


5 B-Kt4ch K-Ktl 


On 5... K-K1, White comes 
around by 6 K-R6, and 7 K-Kt7 fol- 
lowed by 8 P-B7ch and 9 P-B8(Q), 
Black being unable meanwhile to do 
anything but watch. 


6 K-B4 
To swing the King around to K7 


where it will help the Bishop Pawn’s 
advance. 


O35 3% B-BS 


On 6... B-B7 7 P-B7ch wins at 
once. 


7 K-K5 B-Kt6 
& K-Q6 K-B1 
Here too, if 8... B-B7 9P- 
B7ch, K-Kt2 10 K-K7 is decisive. 


9 K-Q7ch K-Ktl 
10 K-K7 B-BS 
11 P-B7ch 


White wins 


No. 168 |} 


WHITE 
to play 


and win || 
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TARRASCH 1921 


Ma, 


1 B-B4ch K-K2 
2 K-K4! 


PREMATURE would be 2 P-B5, 
B-Kt2 3 K-B4, B-R1 and Black has 
an easy draw. White would have no 
winning chances after the anti-posi- 
tional ¢ P-K6, while 4 P-B6ch allows 
the Bishop to sacrifice itself for the 
two Pawns. 


bee 3s B-Kt2 
3 K-BS B-R3 
4 K-Kt4! B-Bl 


Choice is fearfully limited. If 
4... BKt2 5K-Kt5 leads to the 
actual play, while 4. . . K-K1 5 P- 
BS, K-K2 6 P-B6ch, K-K1 7 P-K6 
wins easily. 

5 K-Kt5 B-Kt2 
6 K-Kt6 


White moves his King to a domi- 
nating position before advancing his 
Pawns. 


6... B-B1 


On 6... K-B1 7 K-R7 wins the 
Bishop, while 6... B-R1 allows 
7 K-R7, cornering the Bishop literally 
and figuratively. 


7 P-BS K-K1 
& P-B6 


Note that White keeps his Pawns 
as much as possible on squares op- 
posite in color to those controlled by 
his Bishop. 


Boe B-B4 
9 K-Kt7 B-Blch 
10 K-Kt8 B-B4 
11 P-K6 B-Kt5 
12 B-Kt5Sch K-Q1 
13 K-B7 B-B4 
14 P-K7ch 
White wins 
181 ] 


No. 169) 


WHITE 
to play 
and win 


AVERBACH 1954 


IN CONVOYING the Pawns up the 
board, care must be taken that the 
enemy Bishop does not sacrifice itself 
for both Pawns, thereby forcing a 
draw. 


1 K-K2 
2 B-K1 


Not at once 2 P-B3ch, K-Kt6, and 
time will be lost evicting the King. 


K-Kt5 


Drader B-Q3 
3 P-B3ch K-BS 
4 P-Kt3ch K-B4" 
5 P-Kt4ch 


The Pawns, you will notice, oc- 
cupy whenever possible squares op- 
posite in color to those controlled by 
the Bishop. In this way, the Pawns 
and the Bishop dominate as many 
squares as possible. Here, for exam- 
ple, the Pawns attack the white 
squares, while the Bishop attacks the 
black. 


Deis K-K3 


If 5...K-B5 6 B-Q2ch, K- 
Kt6 7 P-Kt5, B-K4 8 P-Kt6, B-Kt2 
(otherwise 9 B-R6 followed by 10 P- 
Kt7 wins) 9 K-K3, K-R5 (clearly if 
9... B-R3ch’ 10 K-K4, B-Kt2 


a) 182 
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11 B-B4ch, K-Kt7 12 B-KS5 is deci- 
sive) 10 K-K4, K-R4 1] K-B5, B-QS5 


12 B-Kt5, B-Kt2 13 B-B6, B-B1 
14 P-Kt7 wins. 

6 K-Q3 B-Q4 

7 B-Q2 B-B2 

& P-B4 B-Kt3 


To prevent White’s intended ma- 


neuver 9K-K3, 10 K-B3, J] P-KtS 
and 12 K-Kt4. 
9 B-B3 B-B4 
10 P-KtS 


The Pawns now occupy black 
squares (the color of those controlled 
by the Bishop). They do so when 
they can move without hindrance to 
the white squares. 


10... B-Kt3 
11 P-Kt6 K-K3 
12 K-K4 B-Q1 
13 P-BSch K-K2 
14 K-Q5 K-B1 


If 14... B-B2 15 P-B6ch, K-B1 
16 B-Kt4ch, K-Ktl1 17 P-B7ch, and 
White wins. 


15 K-K6 B-Kt4 
16 P-B6 B-K6 
17 B-Kt4ch 

White wins 


BERGER 1890 


1 B-B1 B-Kt5 
2 P-R4 B-B4 

3 K-B2 B-Kt5 
4 K-K3 B-K3 

5 K-B4 B-Q2 

6 B-Q3 


CAREFULLY avoiding 6 P-Kt4 (to 
continue with 7 B-K2 and 8 P-Kt5ch) 
as Black would sacrifice his Bishop 
for the Knight Pawn, and then have 
a draw against a Rook Pawn and a 
Bishop of the wrong color (one that 
does not control the Pawn’s Queen- 
ing square). 


O85, take B-R6 
7 B-BS B-B8 
& P-Kt4 B-K7 


Threatening to force a draw by 
9... BxP. 


9 P-KtSch K-R4 


If 9. . . K-Kt2, White continues 
with 10 B-Kt4 followed by JJ P-RS. 


10 K-Kt3! 


Avoiding the pitfall 10 P-Kt6, K- 
R3 11 K-K5, B-R4 12 K-B6, BxP 
13 BxB, stalemate. 


10... 
11 B-K4 


B-Q8 
B-Kt6 


Otherwise 12 B-B3ch forces an ex- 


change of Bishops. 
12 B-B3ch K-Kt3 
13 K-B4 B-B2 
14 P-RSch K-Kt2 
15 K-KS B-Kt6 
16 B-K4 


Note how possession is taken of 
the white squares before playing 
P-R6ch. 


16... 
17 P-R6ch 


The Pawns of course occupy 
whenever possible squares opposite 
in color to those controlled by the 
Bishop. 


B-B2 


17x 3 K-R1 
18 K-B6 B-R4 
19 B-Q5 


Not 19 P-Kt6 allowing 19... 
BxP, and a draw, nor 19 B-Kt6 (to 
drive off Black’s Bishop) since it 
blocks the Knight Pawn. 


19... K-R2 
20 B-B7 B-K7 
21 P-Kt6ch 

White wins 


K-Q3 
K-K4 
K-B3 
B-Kt6 
B-B7 


I P-B4ch 
2 P-B5 
3 P-Q4ch 
4 K-B4 


6 B-Q7 
PROTECTS the BP and threatens to 


5 B-B6 
advance the QP. 
6 


20 8 e 
ade B«m 
Stott 


a 8 Bs 
a8 88 
Ae 

Hoe 8 


~ is 
N Res 
~ Te 

6 So 8 
S Begs 


et \o 
oM vi} 
~s 1 
rie ma 
ma ww tann 
‘woop, GB MMONG 
. ‘* Pay 
"6 VElEy, mM OMMMM 
~< 1 1 1 $e 
Na aaa ™ 
an. 6 
aa, 2 % g5 
er! fea] —_~ 
Qu ort a 
we O49 -8., 8,25 2 
S95 MAM 3 OOmARO = 
mMe W932 oS madaaA 2 
Oem so ASAMHNSHO 
3 wey MANAG = 
ms = 
0.0 N 
sm ~ 


FINE 1941 


184 


SELESNIEV 1920 


A WIN for White seems optimistic, 
his Pawns look so shaky. 


1 K-KtS Kt-Kt5 


On 1... KxP, White replies 
2KxP, and _ Black’s Knight is 
stranded. The continuation could 
then be: 2. . . K-B2 3 P-K6ch, K- 
K2 4 K-KS, K-K1 5 K-B6, K-B1 6 P- 
K7ch, K-K1 7 B-Kt5 mate. 


2 KxP 


But not 2 BxKt, PxB 3 KxP, KxP, 
as after 4 K-B5, K-B2 5 P-K6ch, K- 
K2! (in King and Pawn against King 
positions the defender blockades the 
Pawn whenever possible) 6 K-KS, 
K-K1! (so that the Pawn, when it 
reaches the seventh rank, can do so 
only with check) 7 K-B6, K-B1 & P- 
K7ch (delaying the Pawn’s advance 
does not help, as White cannot force 
a win) K-Kl 9K-K6 and Black 
draws by stalemate. 


Qoeiav's KtxP 
3 K-Ké6! Kt moves 


4 Bishop mates accordingly 
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1 K-R6 B-B2 


READY to meet 2 BxP with 2. . . 
BxP, after which Black’s Bishop can 
sacrifice itself for the remaining Pawn 
and draw. 


2 B-Q3 B-K3 


Obviously if 2. . . K-Ktl, White 
takes the Rook Pawn with check, 
while 2. . . B-Ktl is refuted by 3 P- 
Kt5, B-B2 4 BxP, BxP 5 P-Kt6 fol- 
lowed by 6 P-Kt7 mate. 


3 P-Kt5 B-Ktl 
4 BxP! 
This can bowl a fellow over! 
c. See BxB 
There is no relief in 4. . . BxP 
5 P-Kt6 and mate next move. 
5 P-Kt6 BxP 


All that is left. If 5... B-Ktl 
6P-Kt7 mate, or if 5... K-Ktl 
6 PxBch, K-R1 7 K-Kt6, P-Kt4 8 P- 
B5, P-KtS 9 P-B6, P-Kt6 10 P-B7, 
P-Kt7 1] P-B8(Q) mate. 


6 KxB K-Ktl 
7 K-B6 K-Bl 
8 K-K6 K-K1 
9 K-Q6 K-Q1 
10 K-B6 K-B1 
11 KxP K-Ktl 
12 P-B5 K-B1 
13 K-B6! 
White wins 


E] 5... Q-RSch 6 B-K7ch win- 
ning the Queen. 
F] 5... Q-Kt6 6 B-B2ch win- 
ning the Queen. 
G] 5... Q-B6 6B-Kt4ch win- 
ning the Queen. 
H] 5...QOQ7 6Q-Q7ch win- 
ning the Queen. 
1] 5... Q-KR86 Q-Kt7ch win- 
ning the Queen. 
J] 5...Q-Q8 6Q-OQ7ch win- 
ning the Queen. 
Dees K] 5... O-QBS 6 B-K3ch win- 
ning the Queen. 
L] 5... Q-OR8 6 B-Q4ch, 
1 P-Kt7 P-K8(Q) KxB 7 Q-KSch winning the Queen. 
2P-Kt8(Q) = K-Kt2 White wins 


THE King must flee. If Black tries 
aggressive action, then after 2... 
Q-R4ch 3 K-Q7ch, K-Kt2 4 Q-B8 is 
mate, or if2.. . Q-R5ch 3 K-B7ch 
and mate follows next move. 


3 Q-Kt3ch K-B3 


Or3... K-R1 4Q-R4ch, K-Kt2 
5 Q-KtSch, K-R1 6 Q-R6ch, K-Kt1 
7 B-Q6 mate. 


4 Q-Kt6ch K-Q4 
5 Q-Kt5! 


A quiet move, leading to a re- 
markable position. The threat is 6 B- 
B2, discovering check and attacking 
the Queen. 

It is Black’s turn to move, but 
despite all the moves at his command, 
he is helpless. The proof: 

A] 5... K-K3 6Q-K8ch win- 
ning the Queen. 

B] 5...K-K5S 6Q-K8ch win- 
ning the Queen. 

c] 5... QK3 6Q-Kt3ch win- 
ning the Queen. 

D) 5... QKS 6Q-Kt7ch win- 
ning the Queen. 
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WHITE has two pretty winning pos- 
sibilities, based on his opponent’s 
choice of defense. 


1 P-R7 
White resists the tempting pin of 


the Knight, as after J B-B3, KxP 
2 BxKt, Black has been stalemated. 


_ 1... Kt-B3 
le If J...K-R3  2K-Kt8,Kt- 
Parr oe B3ch 3 K-B7, KtxP 4 P-Kt4, Kt-B1 


5 KxKt, K-R2 6 K-B7,K-R3 7K- 
B6, K-R2 8 KxP(Kt5) and wins. 


2 K-Kt7 KtxP 
3 B-B3ch 


The hasty 3 KxKt allows 3... 
K-Kt5 followed by 4. . . KxP, and 
Black draws. 


i aeeoae P-Kt5S 
4 B-Q4 

Threatens to capture the Knight. 
4... Kt-Kt4 


Saves the Knight, but at fearful 
cost. 


5 BxP mate 
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TROITZKY 1924 


1 B-R3 


IF WHITE pushes the Pawn instead, 
then after J P-RS,Kt-K2 2 P-R6, 
Kt-Q4 3 P-R7, Kt-Kt3, and the Pawn 
can go no further. 

The actual move is intended to pre- 
vent the Knight from approaching the 
Pawn by way of K2. 


| ee P-KB4 


Frees the square KB3 for the use 
of the Knight. 


2 P-Q5! 


White in tur takes away a square 
from the Knight! Black is now forced 
to occupy Q4 with a Pawn. 


Laren PxP 
3 P-RS Kt-B3 
4 P-R6 Kt-K1 


On4.. . Kt-Q2 (to meet 5 P-R7 
with 5... Kt-Kt3) 5 B-BS!, KtxB 
6 P-R7 wins for White. With the 
actual move (4... Kt-K1) Black 
expects to reply to 5P-R7 with 
5... Kt-B2. 


5 B-Q6! 


When instead, he is offered the 
Bishop—an unwelcome gift! 


Doone KtxB 
6 P-R7 


White wins 
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fap: 


to play 
and win 
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NEUSTADT 


A ROOK is almost always helpless 
against two connected passed Pawns 
on the sixth rank. Knowing this bit of 
endgame lore makes it easy to find 
the winning combination, including 
the repeated offers of the Bishop. 


1 B-RS! K-Kt6 


If J... PxB instead, 2 P-R7, R- 
B1 3 P-Kt6, and the Pawns cannot be 
stopped. One of them will become a 
Queen. 


2 BxP! K-BS5 


Here if Black had played 2... 
RxB, the continuation 3 P-R7, R- 
R3ch 4 K-Kt4, R-R1 5 P-Kt6 should 
be convincing. 


3 P-R7 R-B1 
Or 3... R-B6ch 4K-Kt4, R- 


KR6 5B-RS!,RxB 6P-Kt6 and 
White wins. 


4 B-K8! 


The sacrifice of the Bishop gains a 
tempo for White’s next move. 


4... RxB 
5 P-Kt6 
White wins, his Pawns being too 
strong for the Rook to cope with. 


WHITE 
to play 
and win 


VANCURA 1916 


1 P-K8(Q) RxQ 
2 B-B8 R-K7ch 
3 K-R3! 


IF 3K-Kt3 (to answer 3... R- 
K6ch with 4K-B4) R-K3 4P- 
Kt8(Q), R-Kt3ch 5 QxR, PxQ lets 
Black get away with a draw. 


SI R-K6ch 

4 K-R4 R-K5ch 

5 K-RS R-K4ch 

6 K-R6 R-K8 

Now if White plays 7 P-Kt8(Q), 

R-R&ch 8 K-Kt7, R-Kt8ch wins the 
Queen. 

7 B-BS! R-K1 


Naturally, 7...R-R8ch 8&K- 
Kt5 (threatening to Queen with 
check) leaves Black no play. 

Black’s actual move restrains the 
Pawn for the time being. 


& KxP 
Intending 9B-B8 and 10 P- 
Kt8(Q). 
8... R-Q1 
Now if 9B-B8,R-Q2 pins the 


Pawn and draws, the Rook sacrificing 
itself next move for the Pawn. 


9 B-K7! R-QB1 
10 B-B8 


Threatens to Queen the Pawn next 
move. 


10... R-B2 


Pins the dangerous Pawn. Has 
Black squeezed out a draw? 
11 B-Q6! 
Pins the pinner and wins! White 


will capture the paralyzed Rook and 
then Queen the Pawn. 
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B-Q4 


1 P-R7 
IF NOT for Black’s Bishop, White’s 


Pawn could Queen. White therefore 
entices the Bishop away, and then sets 


up an impenetrable barrier between 


Bishop and Pawn. 


B-Kt2 


2 P-B4 
The Bishop stays on the diagonal, 


avoiding such palpable traps 


2.. 


as 
BxB 


. BxP 3 P-R8(Q)ch. 
3 B-B3 


4 P-Q5 
Shuts the Bishop out and wins. 
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WHITE 
to play 


and win |} 


QUECKENSTEDT 


WHITE has a strong passed Pawn as 
compensation for his opponent’s ex- 
tra Pawn. It is the threat of Queening 
this Pawn that makes life difficult for 
Black. 


1 P-Kt3ch! KxP 


Black must take this Pawn, as after 
1... K-R4 2 P-Kt4ch, K-RS 3 P- 
QB4, B-K1 4 P-Kt5 shuts his Bishop 
off thé long diagonal and lets the 
passed Pawn advance unhindered to 
the Queening square. The alternative 
capture by J. . . BxP leads to 2 P- 
QB4, B-B7 3 P-R7, B-K5ch 4 B-B3 
and White wins. 


2 P-QB4 B-K1 
3 B-B3 P-K5 
Chases White’s Bishop off the long 
diagonal so that Black can occupy it 
with his own Bishop. 
4 B-RS! B-B3 
5 B-B7 
Ready to meet 5. . . K-Kt5 with 
6 B-Q5, or 5... K-R5 with 6B- 


K8, in either case rendering Black’s 
Bishop impotent. 


Dash) 3 B-R1 
6 B-OQ5 P-B3 


Black avoids the exchange of 
Bishops, which loses quickly, but the 
move he plays seems effective since 
White must leave the diagonal. 


7 P-BSch! 
But he chooses not to! 
Livia PxB 
8 PxKtP 
White wins, his next move being 
9 P-Kt7. 
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The Rook 


THE importance of Rook endings may 
be gauged from the fact that they appear 
more frequently in actual play than any 
other type of ending. It is therefore vital 
to the success of the practical player 
that he know how to conduct them, that 
he know how to win a winning position. 

Despite the limitation imposed on the 
Rook of moving in straight lines only, 
endings which feature the Rook as pro- 
tagonist lend themselves to the expres- 
sion of remarkable subleties and a 
wealth of beautiful ideas. 

Probably the most useful of all Rook 
endings is one illustrating “bridge- 
building” composed by Lucena in 1497 
(almost 500 years ago!) No. 211 in this 
collection. It is probably responsible for 
more wins, even today, than any other 
single ending. ‘ 

Shapiro No. 190 is an instructive 
treatment of Rook against two con- 
nected passed Pawns on the sixth rank, 
while Kivi No. 191, with Rook versus 
two Pawns on the Rook file has its 
points of interest. 

Domination is the theme of the ele- 
gant Birnov No. 192. 

Rooks are generously given away in 
Williams No. 193, Richter No. 194, 
Prokes No. 195, Rinck No. 197, Duras 
No. 216, Fritz No. 223 (the sacrifice is 
sudden here) and Troitzky No. 229, in 
which each side sacrifices his Rook. 

Prokop’s No. 196 shows the power- 
ful Rook making things uncomfortable 
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for Black’s minor pieces, while spar- 
kling wins by discovered check provide 
the motif for the Selesniev No. 198 and 
the famous Troitzky No. 201. 

The skewer attack, a basic winning 
idea in Rook endings, is demonstrated 
neatly in Puder No. 203, Prokes No. 
236 and Gabor No. 238. 

Winning by zugzwang is nicely 
shown in No. 206, which first appeared 
in slightly different form in Chess Play- 
ers Chronicle in 1878. 

Bright and entertaining are the end- 
ings by Prokes No. 217, Selesniev No. 
221, Fritz No. 222 and Pfeiffer No. 226. 

Imaginative, ingenious play abounds 
in the compositions of Kok No. 218, 
Prokop No. 228, Kantorovich No. 230, 
Vik No. 232, Eisenstadt No. 233, and 
Libiurkin No. 240. 

Lasker’s No. 225, with Black being 
forced down rank by rank, has found 
its way into all the treatises, while Bot- 
vinnik’s No. 242 is a good specimen of 
the former World Champion’s skill in 
the endgame. 

Enchanting endings are those of 
Selesniev No. 234, Herbstmann No. 
235, Moravec No. 237, Selesniev No. 
239 (highly esteemed by Lasker) and 
Selesniev No. 241. 

Masterpieces in the field of Rook and 
Pawn against Rook are Chéron’s Nos. 
204, 205, 207, 210, 214 and 215 
(which I particularly recommend) and 
Grigoriev’s Nos. 208, 209 and 213. 


1 K-B6 
The King hastens towards the 
Pawn, as there is not a moment to 


To win this, White must capture 
lose. 


rank and forcing the Rook to sacri- 
the Pawn outright. 


ing his King and Pawn to the seventh 
fice itself for the Pawn. 


BLACK threatens to draw by bring- 
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EUWE 1934 


Pins the Pawn. White captures it 


next move and wins. 
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EUWE 194° 


THE Rook by itself cannot win the 
Pawn (for nothing, that is). But 
White’s King is far away. Can he get 
over in time to help the Rook? 


1 K-Kt7 P-R4 
2 K-B6 P-RS 
3 K-Q5 K-Kt5 
4 K-K4 K-Kt6 


If 4... P-R6 5 R-Kt8ch, K-RS 
6 K-B4 (threatens 7R-R8 mate) 
K-R4 7 R-R8ch, winning the Pawn. 


5 K-K3 P-R6 


There is no hope in 5... K-R6 
6 K-B3, and Black must abandon the 
Pawn, nor in 5... K-Kt5 6 K-B2, 
P-R6 7 R-R7, and again the Pawn 
falls. 


6 R-Kt8ch K-R7 


Or 6...K-RS 7K-B3,K-R4 
8 K-Kt3, and White wins the Pawn. 
7 K-B2. K-R8 

8 R-OR8 
White can win the Pawn by 8 K- 
Kt3, P-R7 9 R-KR8,,K-Kt8 10 RxP, 


but the actual move is faster since it 
forces mate. 


8... K-R7 
Or 8... P-R7 9R-RI1 mate. 


9 R-R8 K-R8 
10 RxP mate 


1 K-Kt7 P-Kt4 
2 K-B6 P-Kt5 
3 K-O5 K-BS 
4 K-Q4 K-B6 


BLACK would lose quickly after 
4... P-Kt6 5 R-B8ch, K-Kt5 6 K- 
K3, K-R6 (6... P-Kt7 7 K-B2 
wins) 7 K-B3 (threatens mate) K- 


Y 


le, 1| R78R-R8ch. 
i 5 K-Q3 P-Kt6 
EUWE 1940 6 R-B8ch K-Kt7 


If 6... K-Kt5 7 K-K2, K-R6 
8 K-B1, K-R7 9 R-R8 mate. 


7 K-K2 K-Kt8 
If 7... K-R7 8 R-KKt8, K-Kt7 
(or 8... P-Kt7 9 K-B2, and the 


Pawn is doomed) 9R-Kt7, K-R7 
10 K-B3, and White wins the Pawn. 


8R-KKt® ~~ P-Kt7 
9 K-B3 K-R8 


Last chance! If White pounces on 
the Pawn without thinking, he stale- 
mates Black. 


10 K-B2 
White wins 
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1 R-Ktlich 
WHITE does not start with ] R-R1 


as 1... P-R4 in reply saves the 
Pawn and advances its career. 
yee K-B4 


The only square, since moving to 
the Rook file would block his Pawn. 


2R-R1 K-Kt3 


Thus the King has been driven 
back. 


3 K-Kt2 P-R4 
4 K-B3 K-Kt4 
5 K-Q2 P-R5 
6 K-K2 K-Kt5 
7 K-B2 P-R6 
& R-R2 K-R5 
9 K-B3 


White captures the Pawn next 
move and wins. 


1 R-Kt8ch K-B6 
2 R-KR8 K-Kt5 


FORCED, as the Pawn must be pro- 
tected. Black’s pieces are now back 
to the position in the diagram, but 
White has gained time to place his 
Rook in the best possible position in 
Rook endings—behind the passed 
Pawn. 


3 K-Kt2 P-RS 
4 K-B2 P-R6 
5 K-Q2 K-Kt6 
6 K-K2! K-Kt7 


If 6... P-R7 7 K-B1, and Black 
must give up the Pawn. 


7 R-Kt8ch K-R8 


Playing for a stalemate possibility. 
There is no fight in 7... K-R7 
& K-B2, K-R8 9 R-Ktlch, K-R7 
10 R-Kt3, K-R8 17 RxP mate. 


& K-B3 P-R7 
9 K-Kt3! 


A little device for lifting the stale- 
mate. 


9... K-Kt8 
10 K-R3ch K-R8 
11 R-Q8 K-Kt8 
12 R-Q1ich 
White wins 
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ISENEGGER 


WHILE the finishing touch here is 
similar to that in the previous exam- 
ple, there is a fine point in White’s 
first move. 

It is clear that White’s King must 
hurry down to the Pawn, but the 
natural series of moves does not suc- 
ceed in winning the Pawn: J K-K6, 
K-Kt6 2 K-Q5, P-R6 3K-Q4 (or 
3 R-Kt6ch, K-B7 4 K-B4, P-R7 5 R- 
QR6, K-Kt7, and White cannot win) 
P-R7 4 K-Q3, K-Kt7 5 R-Kt6ch, K- 
B8 6 R-QR6, K-Kt7, and Black has 
a draw. 


1 R-QKt6! 


Shuts the King in! Unable to move 
past the Rook file, Black cannot pre- 
vent White’s King from coming in to 
attack the Pawn. True, White must 
still guard against allowing a draw by 
stalemate. 


y area K-R7 
2 K-K6 P-R6 
3 K-Q5 K-R8 
4 K-B4 P-R7 
5 K-Kt3! K-Kt8 
6K-R3ch  K-R8 
7 R-K6 K-Kt8 
8 R-Kich 
White wins 


2 


yg 


EUWE 1934 


a 
ZZ 


Z 


Y 


a 


I R-B&ch K-Kt3 


ON 1... K-K5, White’s King 
swings around to the far side of the 
Pawn to win: 2 K-B6, P-Kt5 (if 

. K-BS 3 K-Kt6ch, K-Kt5 4 R- 
BS) 3K-KtS, P-Kt6 4 K-R4, P-Kt7 
5 R-KKt8, K-B6 6 K-R3, and the 
Pawn falls next move. 

2 R-B6ch K-R4 


Against 2. . . K-Kt2, play pro- 
ceeds: 3 K-K6, P-Kt5 4 K-BS, P-Kt6 
5 R-Kt6ch followed by 6 RxP. 


3 K-K6 P-KtS 
4 K-B5 P-Kt6 


Or 4... K-R5 5 R-R6ch, K-Kt6 
6 R-KKt6 and White wins the Pawn. 


5 R-KKt6 K-RS 


Holds on to the Pawn—at fearful 
expense. 


6 R-R6 mate 
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ce 202 


WHITE'S threats of mate on one 
side of the board, facilitate his attack 
on the Pawns on the other side. 


1 R-B7ch K-Ktl 
If]... K-R3 2 R-Bz2, and Black 


must give up his Knight Pawn to 
prevent mate. 


2 R-Kt7ch K-R1 


If 2... K-B1 3 R-Kt7, and the 
mate threat wins the Knight Pawn. 
3 R-Kt7 P-R6 
4 K-Kt6 


White mates in two moves 


NO. 189] 


WHITE 
to play 
and win 


SOZIN 1935 
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1 R-KKt6! 


HOLDS both Pawns fast! In nearly 
all endings the Rook’s best position is 
behind the passed Pawns—his own or 
the opponent’s. 


| ema K-Q2 
2 R-Kt4! P-Kt7 


On 2... K-K3 instead, 3 RxBP, 
K-K4 4R-KKt4 wins. 


3 RxKtP K-K3 
4 R-Kt5! 


Separates Black’s King and Pawn. 
The King is confined to the first three 
ranks, while the Pawn must not take 
another step. 


4...  K-B3 


Black dares not move his Pawn. If 
for example, 4. . . P-Kt65 R-KKt3 
attacks and wins the Pawn. 


35 R-QBS K-K3 
6 K-Kt7 K-B3 


On 6... K-Q3 7R-BS wins, 
while 6. . . P-B6 loses the Pawn by 
7 R-B3, P-B7 8 R-B3. 


7 K-Kt6 K-K3 

& K-Kt5 K-B3 

9 K-B4 K-K3 
10 K-Q3 K-B3 
11 K-K4 


White wins 
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SHAPIRO 1914 


THE Pawns are so far advanced that 
it is useless to attack them directly. 
Black would simply allow one Pawn 
to be captured while the other moved 
on to become a Queen. 

To win this, White keeps his op- 
ponent busy with mating threats, 
while his own King gradually moves 
over to the Pawns. 


I R-Q2ch K-Kt8 


Black avoids J]... K-R8, the 
penalty being 2 K-Kt3 followed by 
3 R-Q1 mate. 


2 K-B3 K-B8 


Pawn moves are answered as fol- 
lows: 

A] 2... P-Kt7 3 R-Qich, K-R7 
4R-KKtl1, P-R7 (4. . . K-R6 5R- 
RI mate) 5 RxPch, K-R6 6 RxP. 

B] 2... P-R7 3R-Qlch, K-R7 
4 R-KR1, P-Kt7 (4. . . K-R6 SR- 
R1 mate) 5 RxP, and the remaining 
Pawn, being pinned, will fall next 
move. 


3 R-QR2 K-Q8 
If3.. . K-Kt8 instead, then 4 R- 
K2, P-Kt7 (a King move is of course 


unthinkable) 5 R-Klich, K-R2 6R- 
KKt1, and White wins both Pawns. 
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4 K-Q3 K-B8 


On 4... K-K8 5 K-K3 (threat- 
ens mate) K-Q8 (or 5... K-B8 
6 K-B3 followed by capturing the 
Pawns) 6 K-B3, P-Kt7 (6... P- 
R7 7 KxP) 7 K-B2 wins. 


5 K-K3 P-R7 
If5.. . P-Kt7 6 K-B2 is decisive, 
while 5. . . K-Ktl loses by 6 R-K2, 


P-R7 7 R-Kich, K-Kt2 8 K-B3. 


6 R-Rich K-Kt2 
7R-R1 P-Kt7 


If 7... K-B6 8 K-B3 wins the 
Pawns. 


8 RxP 
White wins 
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KIVI 1932 


1 R-R2 P-R6 

2 K-KS P-R7 

3 K-Q4 K-Kt8 

4 K-B3 P-R8(Kt) 
IF 4. . . P-R8(Q)ch 5 K-Kt3, and 
Black must give up his Queen to 
avoid mate. 


5 R-Kt2ch K-B8 
6 R-QR2 K-Kt8 


Forced, as the Knight is immedi- 

ately captured if it emerges. 
7 RxP Kt-B7 
8 R-K6! Kt-R6 

The alternatives are amusing: 

A] 8... Kt-R8 9R-K2, and to 
avoid mate, Black must move the 
Knight, and lose it. 

B] 8... K-Bl 9R-K2, and to 
avoid mate, Black must give up his 
Knight at once. 

9R-K1ich K-R7 
10 R-K2ch K-R8 


If 10. . . K-Kt8 1] K-Kt3 threat- 
ens mate and wins the Knight. 


11 K-Kt3 Kt-Ktl 


Other moves of the Knight allow 
its capture or instant mate. 


12 R-R2 mate! 
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A DELIGHTFUL ending, in which 
Black’s Pawn turns out to be a liabil- 


ity. 


1 R-Kt5Sch K-B1 
Clearly, if 1. . . K-R2 2R-R5ch 
wins the Bishop. 
2 R-KRS B-B2 
The only move, the alternatives 
being: 
A] 2... B-Kt6 (or Kt8) 3R- 


BSch, K-K1 (on 3. . . K-Kt2 4R- 
KtSch wins the Bishop) 4 R-KKt5S, 
and Black must give up the Bishop 
to avoid mate. 

B] 2... B-B5 3R-BSch win- 
ning the Bishop 

Cc] 2 B-Ktl 3 R-R8ch winning the 
Bishop 


3 K-Q7 B-Kt3 


The only stopping-place, 3... 
B-Kt6 being met by 4 R-BSch fol- 
lowed by 5 R-Kt5Sch. 


4 R-QKtS B-R2 


35 R-QRS B-Kt3 
6 R-R8&ch K-B2 
7 K-B6 


White wins, the Bishop having no 
flight square. 
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to play me aoe a 
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WILLIAMS 1894 


HOW does White proceed? There is 
nothing but a draw after J RxP, while 
1 K-B3, P-R8(Q)ch 2 K-Kt3, Q-R4! 
scuttles the mate threat and wins for 
Black. 


1 R-Kich K-Kt7 
2 R-QR1! 
Rather unexpected! 
20 8 K-Kt6 


Postpones the capture, but sooner 
or later Black will have to take the 
Rook. 


3 K-Q2 K-Kt7 
4 K-Q1 KxR 
On 4... K-Kt6 5 K-B1, K-R6 


6 K-B2, K-Kt5 7 RxP wins. 


5 K-B2 P-R4 
6 P-Kt6 P-R5 


Black hopes to draw by stalemate 
if his King is hemmed in, while if the 
King is freed, his Pawn will threaten 
to Queen. 


7 P-Kt7 P-R6 
& K-B3! K-Kt8 
9 P-Kt8(Q)ch K-B8 


If 9... K-R8 10 Q-06, K-Kt8 
11 Q-Q1 mate. 
10 Q-B4ch K-Q8(or Kt8) 


11 Q-KB1 mate 
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WHITE’S own King being in the way, 
his Rook is unable to stop the passed 
Pawns. White must find some other 
means to win the position—or even 
to save the game! 


1 K-Q6! 
The key move. If instead 1 K-Q4, 


P-Q7, or if J K-B4, P-Q7 2 R-Q6, 
P-K7 wins for Black. 


Ts 2 P-Q7 
2 K-B7 P-Q8(Q) 


If 2... P-Kt3 instead, 3 RxKtP 
followed by 4 R-R6 mate. 


3 R-R6ch! PxR 
4 P-Kt6ch K-R1 
5 P-Kt7ch K-R2 


6 P-Kt8(Q) mate 
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1 R-Kt5 P-R6 


IF J]... P-KtSch 2 K-B4, P-R6 
(on 2... P-Kt6 3K-BS forces 
mate) 3 R-Kt4 leads into the main 
line of play. 

2 R-Kt4ch P-KtSch 

3 K-B4 P-R7 

On3.. . P-Kt6 4 K-BS discovers 

check and mate. 


4 R-Kt3 P-Kt8(Q) 


Here if 4... P-Kt6 5 RxOKtP, 
P-Kt8(Q) 6 R-R3 mate. 


5 R-R3ch! PxR 
6 P-Kt3 mate 
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7 1 R-B7 B-Kt8 
ae Aa 
A os! a " THE only refuge. If J. . . B-Kt3 
‘yy instead, 2 R-KKt7 wins a piece, or if 
U - = 1. . . B-K5 2R-B4 pins the Bishop. 


2 P-Kt5 


Stalemates the Knight, and threat- 
“vagy ens by 3 R-R7ch, K-Kt6 (3. . . K- 
™ ee a “if Kt5 4 R-Kt7ch wins the Bishop) 4 R- 
“e A/T KKt7 to win it. 


PROKOP 1924 2...  BR7 


The only chance, since King moves 
lose as follows: 

A] 2... K-Kt4 3 R-Kt7ch 

B] 2... K-Kt5 3 R-Kt7ch 

c] 2... K-Kt6 3 R-KKt7 

D) 2...K-R4 3 R-KKt7, B- 
R7 4R-R7ch 

E] 2... K-R6 3K-B3 (threat- 
ens mate) K-RS 4 R-R7ch, K-Kt4 


5 R-Kt7ch 
In all these variations White wins a 
piece. 
3 R-R7ch K-Kt6 
4 K-B1 


White wins. Black, completely 
helpless, must either give away his 
Knight or desert his Bishop. 
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RINCK 1930 
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1 P-K7 R-K5 


SHOULD Black play 1]. . . R-Ktl 
instead, to stop the Pawn, then 2 R- 
R6ch, K-KtS 3R-Kt6ch (diverting 
the Rook by force) RxR 4 P-K8(Q) 
wins for White. 

After Black’s actual move (J... 
R-K5), he threatens mate as well as 
capture of the Pawn. 


2 R-R3ch 
3 R-R4! 


A powerful pin by the unprotected 
Rook. 


K-Kt5 


3... RxR 
4 P-K8(Q) 
White wins 
211 
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SELESNIEV 1923 


1 P-R6 K-B3 


IF BLACK tries 7. . . R-B1, then 
2 P-R7,R-KR1 (the King cannot 
help, as after2. . . K-B3 3 R-Blch, 
K-Kt2 4RxR wins) 3 K-Kt5, K-K3 
4 K-Kt6, K-K2 5 K-Kt7, and Black 
will have to give up his Rook for the 
Pawn. 


2 P-R7 K-Kt2 


Apparently Black has a draw, as 
after 3K-Kt4,R-Bl 4 K-KtS, R- 
KR1, he captures the Pawn. But 
White has an effective little combina- 
tion that finishes Black. 


3 P-R8(Q)ch! KxQ 
4 K-Kt4 dis.ch 


White wins the Rook and the game 
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AN ATTEMPT to drive the Rook off 
the Queen file could only succeed if 
White’s Pawn stood on the fifth rank. 
Should White try it now, this would 
be the result: 1 K-K4, R-K1ich 2 K- 
B5, R-Q1 3 K-K5, R-Kich 4 K-Q6, 
R-Qlch 5 K-B5, R-Bich, and White 
makes no progress. 

But a little artifice gets the Pawn 
up a step, and enables White to carry 
out his idea. 


1 P-Q5! K-R4 
Black may not play ]. . . RxPch 
as the reply 2 K-B4, threatening mate 
and attacking the Rook, is killing. 


2 K-Q4 K-R3 
3 K-K5 


Now that the Pawn is on the fifth 
rank, White can attack with his King, 
drive the Rook away, and advance 
the Pawn. 


3... R-K1ch 
4 K-B6 R-Q1 
Or 4... R-Blch 5K-K7, and 

White proceeds as in the main line of 
play. 

5 K-K6 R-Kich 

6 K-Q7 R-KR1 

7 P-Q6 R-R2ch 

8 K-B6 K-R4 


To avoid being mated. 


9 P-Q7 R-R1 
10 K-B7 R-R2 
I] K-B8 


White wins 
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1 K-Kt8 R-Kt7ch 
2 K-B8 R-QR7 
3 R-Kt6ch 


WHITE’S idea is to drive the King 
down, rank by rank. 


Dicas ark K-B4 


The alternatives are: 

A] 3. . . K-Kt4 4 K-Kt7 followed 
by Queening the Pawn. 

B] 3...K-Q4 4K-Kt7,R- 
Kt7ch 5 R-Kt6, R-OR6 6R-OR6, 
and again the Pawn will Queen. 


4 K-Kt7 R-Kt7ch 
5 K-B7 R-QR7 
6 R-Kt5ch 


Taking care to avoid 6 R-B6éch, K- 
Q4 7K-Kt?7 (intending to play 8 R- 
QR6 next move) as 7. . . RxPch 
brusquely forces a draw. 


6... K-B5 
7 K-Kt7 R-Kt7ch 
8 K-B6 R-QR7 
9 R-Kt4ch K-B6 

10 K-Kt6 R-Kt7ch 


Otherwise, White will continue 
with 11 R-Kt8, followed by 12 P- 
R8(Q). 


11 K-B5 R-QR7 
12 R-Kt3ch K-B7 
13 R-Kt2ch K-Kt6 
14RxR KxR 
15 P-R8(Q)ch 

White wins 


1 K-B4 


THREATENS 2 R-Kt8ch followed 
by 3 P-R8(Q). 


y (rece K-B7 


Hides behind White’s King to 
evade the check. 


Y 


yy } p 
Vy 4 2 K-K4 K-K7 

Yj VY Black must keep on hiding, as 

should he try 2. . . R-RSch for ex- 

TROITZKY 1896 ample, the continuation would be 


3 K-Q3,R-R6ch 4 K-B2, R-R7ch 
5 K-Kt3, R-R8 6 R-B8&ch, and White 
wins. 

3 K-Q4 K-Q7 

4 K-BS K-B6 

Black stays in the shadow of 

White’s King. If he plays 4. . . R- 
B&ch instead, then 5 K-Kt4, R-Kt8ch 
6 K-R3, R-R8ch 7 K-Kt2, R-R3 8R- 
Q8ch wins for White. 


5 R-QB8! RxP 
Otherwise the Pawn advances. 
6 K-Kt6 dis.ch 
White wins the Rook and the game. 
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KARSTEDT 1909 


I R-B8 K-Q3 


IF 1... K-Q2 2 R-QKt8, R-KR8 
3 K-Kt7, R-Kt8ch 4 K-R6, R-R8ch 
5 K-Kt6, R-Kt8ch 6 K-B5 and White 
wins. 


2 R-QOKt8 R-KR8 


3 K-Kt7 R-Kt8ch 
4 K-B8 R-B8ch 
5 K-Q8 R-KR8 


Threatens mate. White does not 
reply to this by 6 K-K8 as6. . . R- 
Rich 7K-B7,R-R2ch wins the 
Pawn. 


6 R-Kt6ch K-B4 


If 6...K-K4 7 K-B7, R-R2ch 
& K-Kt8,R-Rich 9K-Kt7, R-R2ch 
10 K-R6, R-R1 11 R-Kt8, and White 
wins. 


7 R-B6ch! 


The only way to win. If instead 
7 R-K6, R-R8 8 R-K7, K-Kt3 draws, 
or if 7 R-OR6, R-Rich 8 K-K7, R- 
R2ch 9 K-B8 (moving to K6 or B6 
costs a Rook) R-Rich 10 K-Kt7, R- 
R1 11 K-B7, K-Kt4 12 R-R1, K-Kt3 
and Black draws by taking the Pawn. 


Fess K-Kt4 


If 7... K-Q4 (certainly not 
7... KxR8 P-R8[Q]ch) 8 R-OR6, 
R-Rich 9 K-B7, R-R2ch 10 K-Kt6, 
R-R3ch 1] K-KtS wins. 


& R-B8 R-Rich 
9 K-B7 R-R2ch 
10 K-Kt8 


White wins 


R-Kt8ch 


1 P-R7 
2 K-R6 


tricks, and the one shown here occurs 
3 K-Kt6 
4 K-BS 


ROOK endings are full of tactical 
frequently. 


a. 
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R-R8ch 


R-Kt8ch 
R-QR8 
. R-B&8ch 5 K-Kt4, R- 
Kt8ch 6 K-B3, R-B8ch 7 K-Kt2, R- 
B2 8 R-R8 (threatens to Queen the 
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Or 
Pawn) RxP 9R-R7ch and White 


wins the Rook. 
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RxP 


5 R-R8 
Otherwise the Pawn advances to 


the magic square. 


6 R-R7ch 
White wins the Rook and the game. 
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ET D7 yy ALTHOUGH his King is cut off 
NO. 2041824, ZZ L ]| from the Queen side, Black puts up a 
tough battle and is not easily sub- 
dued. 


1K-Kt5 R-Ktlch 
2 K-B6 R-Blich 


hari 3K-Kt7 —R-B8 
to play “Er 4P-R6 —R-Kt8ch 
ane WH si On 4...R-OR8 5R-OKi3 
shields the King from checks, after 
CHERON ae eee Pawn marches up without 


5 K-B6 R-B8ch 
6 K-Kt5 R-Kt8ch 
7 K-R4 R-Ktl 


Black rejects 7... R-R8ch as 
then 8R-R3,R-R8 9 P-R7, R-R1 
10 K-Kt5, R-R1 11 K-Kt6 wins eas- 
ily. 

8 K-RS R-ORI1 


Here, if 8... R-Kt8 9R-QR3 
is decisive. 


9 K-Kt6 R-Ktlch 
10 K-B7 R-Kt8 
II R-QR3 R-B8ch 
12 K-Kt6 R-Kt8ch 


13 K-RS R-Ktl 
14 P-R7 R-QORI1 
15 K-Kt6 

White wins 
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WHITE 
to play 
and win 
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1 K-Kt4 R-K2 
2 R-QR3 


WHITE avoids the exchange of 
Rooks, as after 2 RxRch, KxR 3 K- 
Kt5, K-Q2 4 K-Kt6, K-B1 5 P-R5 
(or 5 K-R7, K-B2 and White can 
make no progress) K-Kt1l, and Black 
has an easy draw. 


ret Ns K-K1 
3 P-RS K-Q1 
4 P-R6 R-QR2 
5 K-Kt5 K-B1 


Black’s King had been cut off from 
the Queen side, but the offer to ex- 
change Rooks enabled it to move 
over and help in the fight against the 
passed Pawn. 


6 R-R3 K-Ktl 


Two alternatives are: 

A] 6... R-QB2 7 R-R8ch, K- 
Q2 8 P-R7, RxP 9 R-R7ch winning 
the Rook. 

B] 6... R-Q2 7 R-R8ch, K-B2 
& P-R7, and the Pawn will Queen. 


7 R-R8ch 


But not the tempting 7 K-Kt6, R- 
Kt2ch! 8K-R5S (8 PxR stalemates 
Black) R-Kt8, and White has been 
swindled out of a win. 


Te bo K-B2 
& R-KKt8 K-Q3 
Compulsory, since 8... K-Q2 
loses a Rook by 9 R-R7ch. 


9 K-Kt6 R-KB2 
10 P-R7 


White wins 
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1 R-R7ch K-Kt4 
2 P-Kt7 


INTENDS 3K-R8_ followed by 
Queening the Pawn. 


Qo x R-Rich 
3 K-B7 R-R2ch 
4 K-K6 R-R3ch 
5 K-Q5! 


The point! If at once 5 K-KS, R- 
KKt3, and White is in zugswang: if 
he moves the Rook, 6... RxP 
draws, while a move by his King al- 
lows the reply 6. . . K-B3 and the 
Pawn will fall. 


Pane R-KKt3 


The Rook gets behind the Pawn, 
further checks being useless, and 
5... R-R1 (to head off the Pawn) 
ineffective after 6 R-R8. 


6 K-KS! 


The difference is now apparent. It 
is Black who is short of moves. His 
Rook must stay where it is, to prevent 
the Pawn from advancing, while his 
King has only one legal move. 


6... K-Kt5 
7 R-R1 K-Kt4 
Or 7... R-Kt4ch 8&K-K4, K- 
Kt6 (if 8. . . RxP 9 R-Ktlch wins 
the Rook) 9 R-Ktlch, K-R5 
10 RxR, KxR 1] P-Kt8(Q)ch, and 
White wins. 


8 R-Ktlch K-R3 
9 RxRch KxR 
10 P-Kt8(Q)ch 
White wins 


to play 


and win] _ 


CHERON 1944 


1 K-Kt2 R-OKtl 
2 R-QKt3 K-B2 


3 K-R3! 
PLAYING 3 P-Kt7 instead would be 
premature, as after 3... K-K2 


4 K-R3, K-Q2 5 K-R4, K-B2, the 
Pawn is lost. 


Dinas K-K2 
4 K-R4 K-Q2 
5 K-Kt5 K-B1 


On 5... R-Kt2 instead, White 
has several ways of winning: 

A] 6 R-QB3,K-Q1 (if 6... R- 
Ktl 7R-Q3ch,K-Bl 8 K-B6,R- 
Kt2 9 R-Q8ch, KxR 10 KxR, K-Q2 
11 K-R7) 7K-R6,R-Ktl 8 K-R7, 
R-B1 9 RxRch. 

B] 6K-R6,K-B1 7 R-B3ch, K- 
Ktl 8 R-KR3, K-R1 (if 8... K- 
Bl 9R-R8ch wins the Rook) 9R- 
R8ch, R-Ktl JO P-Kt7 mate.- 


6 R-B3ch K-Kt2 


If 6... K-Q2 7 R-Q3ch, K-B1 
(7... K-K2 8 K-B6 with an easy 
win) 8 K-B6, R-Kt2 9 R-Q8ch, KxR 
10 KxR, and the Pawn will Queen. 


7 R-B7ch K-R1 
8 R-R7 mate! 
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1 R-Q4! 


THE Rook does double duty here: it 
guards the Pawn, frees the King for 
aggressive action, and it shuts out the 
opposing King from the Queen side 
where he might take part in the strug- 
gle. 


y Prarie K-K3 


If Black tries exchanging Rooks 
(so that his King can get to the 
GRIGORIEV 1937 Queen side) the play would go thus: 
1... R-Ql 2 RXR, KxR 3 K-R4!, 
K-B1 4 K-R5 (not 4 K-Kt5, K-Kt2, 
and Black, having the opposition, 
draws) K-B2 5 K-R6, K-Ktl 6K- 
Kt6, and White wins. 


2 K-B4! R-Blch 


If 2... K-K4 3 R-QSch, K-K3 
4 P-Kt5, R-Blch 5 R-BS, K-Q2 (on 
5... RxRch 6 KxR,K-Q2 7K- 
Kt6, K-B1 8K-R7 wins) 6 P-Kt6 
(but not 6 RxR, KxR 7 K-BS, K-B2, 
and Black has a draw) RxRch 
7 KxR, K-Q1 8 K-Q6!, K-B1 9K- 
B6, and White wins. 


3 K-Kt5 


This and the following moves con- 
stitute a zigzag maneuver, customary 
in this type of position, and worth 
noting. 

Drie R-Ktlch 
4 K-B6 R-Blch 
5 K-Kt7 R-B1 

6 P-Kt5 


White wins 
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WHITE 
to play 
and win 


GRIGORIEV 1937 


THE fact that Black’s King is cut off 
from the Queen side helps White in 
what might seem to be a difficult task, 
his Pawn being so far away from the 
Queening square. 


1 K-B3 R-Blch 
2 K-Q4 R-QOKt8 
3 K-B4 R-Blch 
4 K-Q5 R-QOKtl 


If4... R-Qlch 5 K-B6, R-Blch 
6 K-Kt7, R-B6 7 R-OKt1, K-K3 8 P- 
Kt4, K-Q3 9 P-KtS, and White wins. 


5 R-OQKtl K-B3 


If 5... R-Kt4ch 6 K-B6, R-Kt5 
7 K-BS, R-Ktl 8 P-Kt4, K-K3 9 K- 
B6, R-Bich JO K-Kt7, and White has 
no troubles. 
6 P-Kt4 K-K2 
7 K-B6! K-Q1 
8 R-Qlch K-B1 
9R-KRI1 K-Q1 
10 R-R8ch 


White wins a Rook and the game. 
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WHITE 
to play 
and win 


1 K-Q3! 
THE plausible J P-Q6 does not win, 
the continuation being J. . . R-R3 


2 R-Q2 (if 2 P-Q7, R-B3ch 3 K-Kt4, 
R-Q3, and Black wins the Pawn) 
R-R1 3 K-Q4 (here if 3 P-Q7, R-Q1 
4 K-B4, K-Kt3 and the Pawn will 
fall) K-Kt2 4 R-QB2, R-RSch, and 
White cannot escape perpetual check 
or loss of the Pawn. 


Verses R-KKt5 
2 K-K3 R-KRS5 
3 P-Q6 R-R3 

- 4R-Q2! 


The advance 4 P-Q7 would be pre- 
mature as 4. . . R-K3ch in reply 
followed by 5... R-Q3 will re- 
move the Pawn. 


, ae R-R1 
5 P-Q7 R-Q1 
6 K-K4 K-Kt2 
7 K-K5 K-B2 
8 K-K6 R-KR1 


Moving the King instead loses im- 
mediately, e.g. 8... K-B3 9R- 
B2ch, K-Kt2 10 K-K7, and Black 
must give up his Rook for the Pawn. 


9 R-B2ch K-Kt2 
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Blockading the Pawn is suicide: 
9... K-Q1 10 R-B8 mate. 


10 R-KR2! 


A brilliant surprise move, and the 
only way to win. 
10... R-KKtl 


Clearly, 10. . . RxR allows White 
to Queen his Pawn and win. 


11 K-B7 R-ORI1 
12 K-K7 K-B2 
13 P-Q8(Q)ch RxQ 
14 R-B2ch K-Kt2 
15 KxR 

White wins 


to play 
and win 
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LUCENA 1497 


THE Lucena position is almost 500 
years old, but it is still one of the 
most important positions to know in 
the conduct of Rook endings. 
White, as we can see, cannot win 
by simply moving his King out of the 
way, and Queening his Pawn. For ex- 
ample, if 1 K-K7, R-K7ch 2 K-Q6, 
R-Q7ch 3K-B6,R-B7ch 4K-Kt5S 
(moving towards the Rook to escape 
the checks) R-Kt7ch 5 K-B4, R-Q7, 
and Black wins the Pawn and draws. 
Despite the apparent difficulties, 
White has two methods of winning: 


1 R-QR1 


Intending to evict Black’s Rook 
from the Bishop file so that White’s 
King may emerge without being an- 
noyed by checks. 


Dad tins K-B2 
2 R-R8 R-B8 


If 2. ..K-K3 3 K-K8, R-KR7 
4 R-R6ch, K-B4 5 P-Q8(Q) and 
White wins. 


3 R-B8 R-Q8 

4 K-B7 R-B8ch 

5 K-Kt6 R-Kt8ch 
6 K-B5 


White zigzags down the board until 
Black runs out of checks, then 
Queens his Pawn and wins. 

The second method, beginning 
with the position in the diagram, is to 
Queen the Pawn by building a pro- 
tecting bridge, as follows: 


1 R-B4! R-B8 
2 K-K7 R-K8ch 
3 K-Q6 R-Q8ch 
4 K-K6 R-K8ch 
On 4. . . R-Q7 5 R-BS followed 


by 6 R-Q5, shutting off Black’s Rook, 
insures the advance of the Pawn. 


5 K-Q5 R-Q8ch 
6 R-Q4 


White wins 
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TARRASCH 1906 
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THE King, who is in check, must 
find a means of evading the persistent 
checks by the Rook. 


I K-K6 R-R3ch 


On 1... R-R1 2R-Ktlch, K- 
R2 3 K-B7, threatening mate as well 
as Queening the Pawn, wins for 
White. 


2 K-KS! 


But not 2 K-BS5,K-B2 3R-K1, 
R-R1 4 R-K2, R-K1, and White can- 
not save his Pawn. 


Dig. as R-R4ch 
3 K-B6 R-R3ch 
4 K-KtS R-R4ch 


Getting behind the Pawn by 4... . 
R-K3 yields to 5 R-B8ch, K-Kt2 6 P- 
K8(Q), and White wins. 


5 K-Kt6 R-R3ch 
6 R-B6 R-R1 
7 R-Q6 
White wins, his Rook’s next stop 
being Q8—with or without check. 


R-Ktlch 


1 K-Q8 
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GRIGORIEV 1937 


8 K-B6 
White wins 
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to play 
and win || 


CHERON 1926 


THE winning moves, in this fine end- 
ing of Chéron’s, are as brilliant as 
they are forceful. 


1 K-Q3! 


In reply to this, Black is practically 
forced to move his Rook. Moving his 
King instead leads to one of these 
pretty possibilities: 

A] 1... K-R4 2 P-K6!, R-R3 
3 K-K4! (in order to assist the Pawn 
by continuing with 4 K-KS and 5 K- 
B6) RxPch 4 K-BS, and White’s at- 
tack on the Rook combined with a 
threat of mate on the move forces 
Black to give up his Rook. 

B) 1...K-R4 2 P-K6!, K-R3 
3 P-K7,R-R1 4K-K4,R-K1 5K- 
KS5!, RxPch 6 K-B6, and again Black 
must lose his Rook or be instantly 
mated. 

c] 1.. K-R4 2 P-K6!, K-R5 
3 R-Kt8, R-R2 (otherwise the Pawn 
simply moves on to K7 and K8) 
4 K-K4, K-R4 5 K-BS, K-R3 6 K- 
B6, K-R2 7 R-Q8,R-R3_ 8 K-B7, 
and the rest plays itself. 


Dents R-OKt5 


Black’s best defense is a move by 
his Rook, and that along the fifth 
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rank. Had he played something like 
1... R-R3 instead (to prevent the 
Pawn from advancing) the win for 
White would be elementary. The con- 
tinuation would be 2 K-K4 and 3 K- 
BS, and Black could offer no re- 
sistance, his King being confined to 
the Rook file. 


2 P-K6! 
3 R-K1 


R-Kt3 


Threatens to advance the Pawn, 
and forces... 


Biers R-Ktl 
4 P-K7 R-K1 

5 K-Q4 K-Kt2 
6 K-Q5 K-B2 

7 K-Q6 


Threatens 8 R-Blch, K-Kt2 9K- 
Q7, R-QR1 10 P-K8(Q), and Black 
will have to give up his Rook. 


Tasics K-QR1 


Or 7... R-KR1 8 K-Q7, R-K1 
9R-Bich, and Black must abandon 
his Rook. 


8 R-Blch K-Kt2 


Naturally, if 8. . . K-K1 instead, 
the penalty is 9 R-B8 mate. 

If White is hasty now and plays 
9 K-Q7 (threatening to promote the 
Pawn) Black replies with a series of 
checks from which the King cannot 
escape without loss of the Pawn. The 
play would be: 9 K-Q7, R-R2ch 
10 K-Q6, R-R3ch 11 K-Q5, R-R4ch 
12 K-B6, R-R3ch, and if White ap- 
proaches the Rook by 13 K-Kt7 or 
K-Kt5, the response 13. . . R-K3 
wins the Pawn. 

The winning move brilliantly elimi- 
nates the possibility of perpetual 
check as a defense. 


CHERON 1927 


9R-QRI1! R-OKtl 


Obviously if 9. . . RxR instead, 
10 P-K8(Q) wins for White. 


10 K-B7 R-K1 
11 K-Q7 K-B2 


THERE are delightful finesses in the 
position, innocuous though it looks. 


1 K-Q3! R-QIch 


On a King move instead, White 
simply pushes his Pawn up a square. 


2 K-B4 R-Blch 
3 K-Q5 R-Qich 
4 K-KS R-Kich 


Must White lose time now by re- 
treating, in order to save his Pawn? 


5 K-B6! 
Not at all, since he threatens in- 
stant mate. 
De As R-Blch 


On 5... K-R4 instead, White 
replies 6 R-K1 followed by advancing 
the Pawn. 


6 K-K7 R-B4 
7 P-K4! R-K4ch 
& K-B6 


Once again rescuing the Pawn by 
the threat of mate. 


8... R-KR4 
9 P-K5 R-R7 
10 R-KB1 K-R2 
11 K-B7 
White wins 


No better is J1... R-QKtl 
12 P-K8(Q). 
12 R-Blch 


White wins the Rook and the game. 
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ORDINARY tactics do not suffice, 
so White gives it a touch of brilliancy. 


1 R-Q2ch 


The King must be dislodged if 
White’s King is to emerge. 


NO. 216] 


WHITE 1 K-K2 
to play \Vam ee 
and win || YY White could now move 2 K-B7 but 


‘Wh Wy \| iter 2. . . R-B6ch, the King would 
a LL have to return. 


DURAS 1993 2 R-Q6! R-QB6 


If 2... KxR instead, 3 K-B8, 
R-B6ch 4 K-Q8, R-KR6 (threatens 
mate) 5 P-Kt8, and the Pawn’s pro- 
moting with check wins for White. 

3 R-QB6! RxR 
4K-R7 


White wins 
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but 


White turns the dead draw into a 


neat win. 


RxP(R3) 
Forced, as otherwise the King pro- 
tects the Pawn and then escorts it up 
the board to be Queened. 


THIS seems to be a dead draw, as 
1 K-B4 


White’s Pawns are doomed, 
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2 P-R4! 
Again threatening to proceed by 


3 K-KtS and to march the Pawn up. 


N 
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WHITE 
to play | 
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and win 


PROKES 1941 


RxPch 


25 ve 


3 K-Kt3! 
Attacks the Rook on one hand, 


and threatens mate on the other. 


White wins 
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KOK 1936 


WHITE is three Pawns ahead, but 
threatened with loss of two of them 
by 1... RxPch 2K-Kt4, K-Kt2 
and 3... KxP, after which Black 
could draw against the remaining 
Pawn. 

The win requires care and finesse. 


1 R-Q8 RxPch 


Ord... KxP 2 R-Q3 and White 
has an easy win. 


2 R-Q3! RxRch 


Black must accept the offer, as the 
alternative 2... R-R1 leaves no 
hope after 3 R-QB3. 


3 K-B2! 
If 3 K-B4 instead, 3... R-Q8, 


and the threat of 4... R-QB8 
(with or without check) draws. 


Bis, Bs R-Q3! 


Clever defense! If White plays 
4P-B8(Q), then 4... R-B3ch 
5 QxRch, KxQ 6 K-Kt3, K-Kt4, and 
Black, having the opposition, draws. 


4 P-B8(Kt)ch! K-B3 


5 KtxR KxKt 
6 K-Kt3! K-B3 
7 K-R4 K-Kt3 
& K-Kt4 K-B3 
9 K-R5 

White wins 


RINCK 1906 


SOME pretty ideas are concealed in 
a modest setting. 


1 R-R3ch K-Kt2 


If 1... K-Kt4 2 R-Kt3ch, K-B4 
3 RxR, KxR 4 P-R7 and White wins. 


2 R-Kt3! RxR 


If Black refuses to capture, White 
exchanges Rooks, and Queens the 
Pawn. 


3 P-R7 
4 K-Kt2 


Prevents the Rook from moving to 


R-Kt8 


ters R-Kt7ch 
3 KxP R-Kt6ch 
6 K-Kt4 


Moving to the Bishop file allows 
6... R-QR6, while 6K-R4 lets 
Black draw by 6... R-Kt8 fol- 
lowed by 7... R-QR8, with or 
without check. 


C5 as R-KtSch 
7 K-Kt5 R-Kt4ch 
8 K-Kt6 R-Kt3ch 
9 K-Kt7 

White wins 


bet 


1 R-KKt1 


IN ACCORDANCE with principle, 
the Rook supports the passed Pawn 
by moving behind it. 


1... RRI 
batsustcts! wr" On/].. . R-Kt6ch 2 K-B2, K-R4 
to play \\m, gag J 3 P-Kt7, K-R3 4 P-Kt8(Q) wins. 
and win\, “A, “a 2P-Kt7 K-R4 
Lid 3K-B3.—-R-KKt1 
Sees 4KxP K-R3 


5 K-BS K-R2 
If 5... RxP instead, 6 R-R1 is 


mate. 
6 K-B6 R-OR1 
7 R-Rich K-Ktl 
8 R-R8 mate 
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wins easily, Black’s King being cut 


R2ch 3 K-B6 followed by 4 P-K6 
off from the scene of action. 


SELESNIEV 1923 


3 K-B7 
Threatens mate on the move. 


K-R3 


4 K-B6 
Threatens mate again, whilst at- 


tacking the Rook. 
White wins—first the Rook, then 


the game. 


E 
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FRITZ 1953 


1 K-KtS! K-R6 


MAKES room for the Pawn to come 
through. Black can try to activate his 
Rook instead, with these possibilities: 

A] 1... R-R1 2 R-R3ch, K-B7 
3 KxP, R-QB1 4 R-QB3, K-K7 5 K- 
B4, K-Q7  6R-B5,K-Q6 7K-KS, 
and White wins. 

B] 1... R-R8 2 R-QB2, K-B6 
3 R-B3ch, K-K5 4 P-B7, R-R1 5 P- 
B8(Q), RxQ 6 RxR, P-Kt6 7 K-R4, 
P-Kt7 8 R-KKt8, K-B6 9 K-R3, and 
White wins. 


2 R-R2ch! KxR 

3 KxR P-Kt6 

4 P-B7 P-Kt7 

5 P-B8(Q) P-Kt8(Q) 
6 Q-R3 mate! 
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4 P-Kt8(Q) 
White wins. Black cannot hold on 


Frees the Pawn and threatens to 
= eee 


transform it into a Queen. 
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. R-RS loses 


the Rook after 5 Q-B7ch followed 


to his Pawn, since 4. . 
by 6 Q-B6ch. 


FRITZ 1953 
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MORAVEC 1949 


1 K-K7! 


WHITE avoids the hasty J R-Kt8, 
since it allows Black to draw by 
I... R-Q2ch followed by 2... 
RxP. 


| aver, R-QR1 
Not J... R-KR1, which loses 
immediately by 2 R-Kt8. 
2 K-Q7! R-KB1 
Clearly, 2. . . KxP is fatal after 
the reply 3K-B7, while 2... 
RxPch leads to the main line of play. 
3 R-KB2! R-QRI1 


On3... R-KKtl (or3... R- 
KR1) 4K-B7 (intending to continue 
by 5R-R2ch and 6 P-R8) R-QR1 
5 R-R2ch, K-Kt4 6 K-Kt7, and White 
wins. 


4 K-B7 RxPch 


5 K-B6 

Threatens mate on the move. 
D Pie2 K-R4 
6 R-R2ch 


White wins the Rook and the game. 


LASKER 1890 


THE win is accomplished by a ma- 
neuver which forces Black’s King to 
retreat rank by rank, until he is in 
position for the decisive blow. 


1 K-Kt8 
Threatens to Queen the Pawn. 
1 : R-Kt7ch 


2K-R8 —-R-B7 


The Rook must return, to keep an 
eye on the Pawn. 


3 R-B6ch K-R4 
4 K-Kt8 


Renews the procedure, Black’s 
King meanwhile having had to move 
down a rank. 


4... R-Kt7ch 
5 K-R7 R-B7 
6 R-BSch K-RS 
7 K-Kt7 R-Kt7ch 
& K-R6 R-B7 
9 R-B4ch K-R6 

10 K-Kt6 R-Kt7ch 


11 K-RS5 R-B7 
12 R-B3ch K-Kt7 
13 RxP RxR 


Black, unfortunately, may not cap- 
ture White’s Pawn in return. 


14 P-B8(Q) 
White wins 
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PFEIFFER 1939 
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I R-KB8 


INTENDING to continue with 2 R- 
B6éch, K-R4 3 K-Kt7, R-Kt4ch 4 K- 
B7, and the Pawn moves on to 
become a Queen and win. 


5 rare R-KKt4 
2 R-B6éch K-R4 

3 R-BS! RxR 

4 K-Kt7 R-Kt4ch 
5 K-B7 


White avoids 5 K-B6, when 5.. . 
R-Kt3ch 6 K-B7,R-R3 wins for 
Black. 

Da S R-B4ch 
6 K-K7 R-K4ch 
7 K-Q7 R-Q4ch 
8 K-B7 R-B4ch 
9 K-Kt7 R-Kt4ch 


The last check, as the King hides 
behind the Pawn. 


10 K-R7 
White wins 
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RINCK 1911 


1 P-Kt7 


A FORCEFUL beginning. A prelim- 
inary check instead leads to this: 
1 R-B2ch, K-Q4 = 2 P-Kt7, R-R7ch 
3K-Q1 (or 3 K-Q3, R-R6ch fol- 
lowed by 4. . . R-QKt6) R-R8ch 
4 K-Q2, R-OKt8, and Black draws 
easily, his Rook now being behind 
the Pawn. 


T4546 R-R7ch 
2 K-K3 R-R6ch 


Rushing back to the first rank in- 
stead is useless: 2... R-R1 3R- 
B2ch, K-Q4 4 R-B8, and White wins. 

With the actual move, Black hopes 
for 3 K-B4,R-QKt6 4 R-B2ch, K- 
Q4, and he has a drawn position. 


3 K-K4! R-OKt6 
4 R-B2ch K-Kt4 


Such a move must be distressing, 
Black having to obstruct the action of 
his own Rook. 


5 P-Kt8(Q)ch 
White wins 
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1 R-Ktlch 


WHITE does not start with the 
tempting ] RxP as after]... R-R6 
in reply he can make no progress. 


Dias K-R7 

2 R-Kt2ch K-R8 

ee ey On 2... K-R6 instead, 3 K-Ktl 

“ || followed by 4 R-R2ch wins for White. 
LL 


2 3 K-Kt3! 


PROKOP 1925 Prevents 3... RxP as 4R-Q2 
with a dire mate threat would be the 
penalty. = 


See R-R3 


What else is there: 

A] 3... R-Kt4ch 4K-B3, RxR 
5 P-R8(Q)ch, and White wins. 

B] 3...R-Kt4ch 4K-B3,R- 
KR4 5RxP,K-R7 6K-Kt4, R-R3 
7 K-KtS, R-R6 8 K-Kt6, R-RS 9 K- 
B7 followed by J0 K-Kt8, and White 
wins. 

c] 3...R-Kt4ch 4K-B3,R- 
B4ch 5K-Kt4 (threatens to Queen 
the Pawn) R-B1 6 K-Kt3 (now the 
idea is 7 R-R2ch, followed by Queen- 
ing) R-KR1 7 R-K2, and it’s all over. 


4 P-R8(Q)! RxQ 
5 R-QR2 


White wins 
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TROITZKY 1908 


A STRANGE duel of Rooks, where 
both sacrifice themselves to help their 
Kings! 
1 P-K7 R-B1 

An immediate offer of the Rook 
instead, leads to this: J... R- 
K4 2 KxR, P-K7 3 R-B3ch, K-Q7 
(otherwise 4R-K3, and the Rook 
gets behind the Pawn) 4 R-B2, K- 
Q8 5 RxP, and White wins. 


2 R-B8 R-B3ch 


Black has no time for 2. . . P-K7 
as White captures the Rook with 
check, in response. 


3 K-BS R-K3! 


Brilliant, and Black’s best chance 
to save the game. 


4 KxR P-K7 
35 R-B3ch K-Q5 


Here too, if 5. . . K-Q7 6R-B2 
pins the Pawn and wins. 


6 R-B4ch K-Q6 


To prevent 7R-K4—or so he 
thinks! 


7 R-K4! 


“A Roland for an Oliver,” as the 
old novelists used to say. 


Five tes KxR 
& P-K8(Q) P-K8(Q) 
The position on the board (almost 
symmetrical) is artistic. 
9 K-B6 dis.ch 


White wins the Queen and the 
game. 
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KANTOROVICH 1952 


1 P-Kt7 R-Q1 

2 R-K6ch K-B5S 
IF 2... K-Q5 (or anywhere else 
on the Queen file) 3 R-Q6ch, RxR 
4 P-Kt8(Q) wins. 


3 R-B6ch K-Kt6 
Prevents White from playing 4 R- 


B8 as 4. . . R-Q8ch in reply would 
be fatal. 


4 R-Kt6ch K-R6 
Ready to circumvent 5 P-Kt8(Q) 


with 5... RxQ 6 RxR, and Black 
is stalemated. 


5 K-Ktl R-KKtl 

Now Black’s threat is 6. . . RxP 

7 RxR, and he draws by stalemate. 
6 K-B2 K-R7 
7 R-Kt4! K-R6 


The alternative is 7... P-R6 
8 R-Kt3, K-R8 (a Rook move allows 
the Pawn to Queen) 9 RxP mate. 

8 K-B3 K-R7 
9 RxPch K-Kt8 
10 R-R7 R-Q1 

Or 10... K-B8 11 R-R1 mate. 

11 R-R8 


White wins. A beautifully timed 
study. 


A BLOCKADING action to make 


Black’s Rook impotent, is the win- 
1 K-B3 
Threatens mate on the move. 


ning idea in this ending. 


ae 
a «mg 
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WHITE 


K-RS 
. K-R7 2 P-Kt7, R-KKt7 


3 R-Kt2ch (luring Black’s Rook 
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away from the Pawn) RxR 4 P- 


Kt8(Q)ch, and White wins. 
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TROITZKY 1924 


K-R4 
PxR 


2 R-Kt4ch 
3 R-Kt4! 


4 P-Kt7 
White wins, since his Pawn cannot 


be stopped. 


Lg 
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VLK 1917 


“THE Art of Exchanging Rooks,” by 
Vlk (improbable name!). 


1 K-Kt8 R-B3 
2 R-B6 


Daring Black to exchange, the 
consequence of which would be: 
2... RxR 3PxR, P-BS 4P-B7, 
P-B6 5 P-B8(Q), P-B7 6 Q-QB5, 
and White wins. 


Boe, 5. P-B5S 


“Two can play at that game,” as 
the fellow says. Now if White ex- 
changes Rooks, this happens: 3 RxR, 
PxR 4P-Kt6,P-B6 5 P-Kt7, P-B7 
6 P-Kt8(Q), P-B8(Q), and the posi- 
tion is a draw. 


3 R-R6ch 


Once more putting the question to 
Black. If now 3...RxR 4PxR, 
P-B6 5 P-R7, P-B7 6 P-R8, and the 
Pawn becoming a Queen with check, 
wins for White. 


Seis K-Kt2 
4RxR 
Now White exchanges, having 
forced Black’s King to the Knight file. 


eae PxR 
5 P-Kt6 P-B6 
6 P-Kt7 P-B7 


7 P-Kt8(Q)ch 


Queens with check, and White 
wins. 
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EISENSTADT 1932 


A SUDDEN sacrifice makes the 
process of winning this ending a 
quick and easy one. 


1 R-Kt7ch K-R6 


Clearly if 7... K-B6 2 RxPch, 
followed by exchanging Rooks and 
then pushing the Pawn, wins on the 
spot. 

2 P-Kt7 R-KKt8 
3 RxP 


Threatens to win by 4 R-B3ch, K- 
KtS 5 R-KKt3. 


Bivces K-Kt5! 


The best defense. If instead 3... 
K-Kt7 4 R-K7, intending 5 R-K2ch 
followed by 6 R-KKt2, forces 4... 
K-B8 when 5R-Kich,RxR 6P- 
Kt8(Q) wins for White. 

4K-R4 R-Kt4 

Prevents White’s King from mov- 
ing closer to his Pawn, to help it 
Queen. An attempt to Queen his own 
Pawn leads to this: 4... P-B4 
5 K-RS, P-BS 6K-R6, P-B6 7R- 
KB7, R-Kt6 8 K-R7, R-R3ch 9 K- 
Kt8, K-BS 10 K-B8, and White wins. 

5 R-K7 


Intends 6R-K4ch followed by 
7 R-KKt4. 
Disece3 K-B4 


There is no comfort in 5... K- 
B6 6 R-K3ch, K-Q5 7 R-KKt3, and 
White wins. 

6 R-KSch! RxR 


What else is there? If 6. . . PxR 
7KxR wins, or if 6... K-Q3 
7 RxR, PxRch 8 KxP, and the game 
is over. 

7 P-Kt8(Q) 

White wins 
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SELESNIEV 1912 


WHITE is two Pawns behind, but his 
King and Rook are strongly placed. 
Black has two passed Pawns, but his 
King is confined to a corner, and 
faces great dangers. 


1 K-B7 


Threatens to win on the spot by 
2 RxP mate. 


} rae RxP 


If Black tries 7. . . K-R2 instead, 
then 2 R-Kt7ch,K-R1 3 K-Kt6, P- 
B6 (other moves are no better) 4 R- 
K7 forces mate. 


2 R-Kt8ch K-R2 
3 R-Kt7ch K-R1 
4 K-Kt6 P-Kt5 


To permit the Rook some freedom. 
Black must do something to counter 
White’s threat of 5 R-Q7 followed by 
mate. 


5 R-QR7 R-Kt4ch 
6 KxP P-Kt6 


What choice is there? Black may 
not play 6... R-Ktl, the penalty 
being 7 R-R7 mate. The Rook must 
stay on the Knight file, since moving 
it along the rank allows 7 R-R8ch 
and mate next. 


7 KxR P-Kt7 


Or7. . . K-Ktl (to give his King 
room) 8 KxP, and the other Pawn 
will fall. 


&R-R1 


Stops the Pawn from Queening, 
and threatens to win by the simple, 
brutal 9 KxP. 

8... P-B6 
9 K-Kté! 


White wins, as mate will be forced. 


BY 


We Ys 


HERBSTMANN 


WHITE has only one Pawn to 
Black’s four, but the strong position 
of his King suggests mating possibili- 
ties. 


1 P-K6! 
On the immediate J K-B7, Black 
defends by 7... P-R3, and after 


2 K-Kt6, R-Kt4ch 3 KxP, R-Kt2, he 
has nothing to fear. 


) ree PxP 


But not J. . . R-R3 (attempting 
to pin the Pawn) as 2 PxP, RxR 3 P- 
B8(Q)ch wins. 


2 K-B6 P-R3 


If 2... R-R3ch instead, 3 K-B7 
forces a quick mate. 


3 R-R8ch K-R2 
4 R-R7ch K-Rl 


The alternative leads to a pretty 
finish: 4... K-Ktl 5 K-Kt6 
(threatens mate) R-Kt4ch 6 KxP, 
and the Rook is trapped. 


5 K-Kt6 R-Kt4ch 
6 KxP R-Ktl 


The only square left 
nately. 


unfortu- 


7 R-R7 mate 
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PROKES 1940 


“THE Skewer,” illustrated here, is a 
tactical trick which appears quite 
often in Rook endings. 


1 P-Kt7 R-Kt3 


2R-R1 
Intending 3 R-R8 and 4-P-Kt8(Q). 
Qe ens K-Ktl 
3 P-B7ch 


White offers a Pawn to draw the 
King away from the critical square. 


Bigivins KxP 


Other King moves lead to this: 

A] 3... K-Bl 4 P-Kt8(Q)ch, 
RxQ 5 R-R8&ch, and White wins the 
Rook. 

B] 3... K-Kt2 4 P-B8(Q)ch, 
KxQ 5 P-Kt8(Q)ch, RxO 6 R-R8ch, 
and White wins the Rook. 


4 R-R8 


One way or another, the Rook gets 
to this square. The threat now is 
Queening the Knight Pawn. 


4osieck RxP 


Black’s King a1: ‘ Rook are now in 
a straight line—in position to be 
skewered. 


5 R-R7ch 
Wins the Rook and the game. 


to play 
and win 
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MORAVEC 1937 


WHITE is a Pawn ahead, but what 
to do? If / P-Kt7, K-B3, and he 
makes no headway, or if J R-Kt7, 
K-B3, and after the exchange of 
Pawns, Black has no trouble drawing. 

There is a win though, beginning 
with a brilliant move: 


I R-Q8ch! KxR 
2 P-Kt7 R-QOKtS! 


The Pawn must be stopped, and 
Black can be brilliant too. 


3 KxR P-B4ch 


Now the position begins to look 
like a draw, as after 4 KxP, K-B2 
3 K-Kt5, KxP, and Black has nothing 
to fear from the Rook Pawn. 

4 K-Kt5! 


White spurns the Pawn, and plays 
this, which is a killer. 


4... K-B2 
5 K-R6 
Threatens 6K-R7 followed by 
Queening with check. 


Sas K-Ktl 

6 K-Kt6 P-BS 

7 P-R4 P-B6 

8 P-R5 P-B7 

9 P-R6 P-B8(Q) 
10 P-R7 mate! 


Who would have thought that the 
Rook Pawn (hiding behind the King 
in the diagrammed position) would 
be the one to strike the final blow? 
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GABOR 1933 


BLACK is subtly drawn into position 
to lose his Rook by the skewer attack. 


1 P-QS R-ORI 
2 P-Q6 K-B2 
3 P-Q7 K-K2 
There is nothing now in playing 
4 P-Q8(Q)ch, as after 4. . . RxQ 
5RxR,KxR 6P-R6,K-B2, and 
Black overtakes the Rook Pawn. 


4 P-R6 K-Q1 
5 R-Q6 
Prevents Black’s King from emerg- 
ing, the consequence (after 5... 
K-B2) being 6 P-Q8(Q)ch, RxQ 
7 RxR, KxR 8 P-R7, and White wins. 


Diem R-Ktl 


On 5... R-R2 instead, 6 RxP, 
RxQP 7 R-Kt8ch, K-B2 (or 7... 
K-K2 8R-Kt7ch) 8 P-R7 wins for 
White. 


6 K-B3 R-Kt5 


Purpose: to prevent White’s King 
from advancing, and to get behind 
the Rook Pawn. 


7 P-R7 R-QRS 
8 RxP 


Clearing the way for 9 P-R8(Q) ch, 
RxQ 10 R-Kt8ch winning the Rook. 


Bhs KxP 


Or 8...RxP 9R-Kt8ch, KxP 
(forced) 10 R-Kt7ch, and the Rook 
falls. 


9 R-Kt8 


Threatens to Queen the Pawn next 
move. 


Doe RxP 
10 R-Kt7ch 


White wins 


“ie 


SELESNIEV 1914 


1, 


1 R-KR8 


PINS the Pawn and threatens a 
quick win by 2 RxPch, RxR 3 PxR. 


| arr R-Q7ch 
2 K-Bl R-Q8ch 


If instead 2. . . R-KKt7 (getting 
behind the Pawn) 3 RxPch, K-Kt6 
4 P-Kt7, K-B6 5 R-R3ch, R-Kt6 
6 RxRch, and White wins. 

3 K-K2 R-KKt8 


Keeps the dangerous Pawn under 
observation. 


4 RxPch K-Kt6 
5R-R1! R-Kt7ch 


Clearly, Black cannot afford5.. . 
RxR 6P-Kt7, nor 5... K-Kt7 
6 RxRch, in either case with a win 
for White. 


6 K-K3 K-Kt5 
Ready to meet 7 P-Kt7 with7.. . 
K-B4, uncovering the Rook. 
7 R-R2! R-Kt6ch 
On 7... R-Kt8 instead, the 
winning play is 8 K-B2, R-Kt6 9 R- 
Kt2, forcing an exchange of Rooks. 
& K-B2 R-B6ch 


Other moves allow the decisive 
9 R-Kt2. 


9 K-Ktl R-KKt6ch 
The alternative is 9... R-K6 
10 P-Kt7, R-K1 11 P-Kt8(Q)ch, 
RxQ 12 R-Kt2ch, and Black’s Rook 
comes off the board. 
10 R-Kt2 


Forces an exchange of Rooks, 
after which nothing can stop the 
Knight Pawn. 

White wins 
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LIBIURKIN 1949 


THERE are several plausible ways to 
begin, but Black can refute them, viz: 

A] 1PxKt,RxP 2 P-Kt8(Q), 
RxQ, and White must take the draw 
by 3 RxP. 

B] J P-Kt5, Kt-Q3 2 P-R7, R-RS 
3 P-Kt6, Kt-BSch, and Black’s next 
move will be 4... KtxP with a 
draw as result. 

The line of play that wins (and 
does so artistically) is this: 


1 P-R7 P-B8(Q)! 


A necessary sacrifice if Black is to 
get behind the passed Pawn. 


2RxQ R-R7ch 
3 K-B1! R-R7 

The Rook Pawn looks like a goner. 
4 P-Kt5! R-R8ch 


Black does not take the Pawn im- 
mediately, as after 4. . . RxP 5R- 
Boch, K-Kt4 6 R-QR6, RxR 7 PxR, 
White wins, the Knight being unable 
to prevent the Pawn from reaching 
the last square. 


5 K-B2! 


White is generous, as 5... RxR 
is penalized at once by 6 P-R8(Q), 
and he wins. 


Bf 254 


Dis 20s R-R7ch 

6 K-Ktl RxP 

7 R-B6ch K-Kt4 

The point is that the King must 

move to the fourth rank (which he 
does) or the second. Should he choose 
the latter, say by 7. . . K-Kt2, then 
the play would run: & R-QR6, Kt-Q3 
(attacks the Pawn) 9RxRch, and 
capturing with check saves the Pawn 
and wins for White. 


& R-QR6 Kt-Q3 


Exchanging Rooks instead is hope- 
less, as 8... RxR 9PxR, Kt-Ql 
10 P-R7, and Black is a move too 
late to catch the Pawn. 


9 RxR KtxP 
10 R-R5S 


Pins the Knight (now we see why 
the King was forced to the fourth 
rank) and wins. 
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SELESNIEV 1919 


1 P-Bé! 


AN ENERGETIC beginning. White 
threatens 2 PxPch winning a Rook. 


Bas R-KKt1 


Choice is limited: J. . . RxP in- 
stead allows 2 R-R8ch and mate 
next, while 7... PxP 2 P-Kt7ch 
costs a Rook. 


2 R-KB7 P-Q7 


Black must depend on his passed 
Pawns, since the alternatives 2. . . 
PxP 3 R-R7 mate, or 2... R-Ql 
3 RxP, P-Q7 4 R-R7ch, K-Ktl 5 P- 
B7ch, K-B1 6 R-R8ch, K-K2 7 RxR, 
KxR 8 P-B8(Q)ch, are not appetiz- 
ing. 

3 PxPch RxP 
4KxP P-Q8(Q) 


This seems to offer a glimmer of 
hope. Certainly thereisnonein4. . . 
R-Ktl 5 R-R7 mate, nor in 4... 
RxR 5 PxR, and Black’s King must 
wait for the coup-de-grace. 


5 R-B8ch R-Ktl 
6 P-Kt7 mate 


WHITE 


to play 
and win || 
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BOTVINNIK 1956 


FROM a game played in Moscow 
between Botvinnik and Najdorf. 

By cleverly sacrificing a Pawn, 
White’s King finds a good place to 
hide—right in the camp of the enemy! 


1 P-KS PxP 
2 PxP 


With this idea: 3 R-Q7ch, RxR 
4 P-K6ch, K-K2 5 PxR,KxP 6K- 
Kt6, and White captures the aban- 
doned Pawns and wins. 


2h, 2 K-K2 
3 P-K6 R-R5 


There is no fight in 3. . . R-R3 
4R-Q7ch, K-B1 5 K-Kt6!, RxPch 
6K-R7, and Black’s remaining 
Pawns will fall (6. . . R-K5 7 RxP, 
R-K3 8 R-Kt6). 


4 P-Kt5! 


A subtle sacrifice, the point of 
which we will see later. 


Bio NG PxP 
5 R-Q7ch K-B1 
6 R-B7ch K-Ktl 
7 K-Kt6 


Getting in between the opponent’s 
Pawns, the King safeguards himself 
against troublesome checks. 


Bi 256 


yee P-Kt5 
& P-R6! 
Threatens 9 P-R7ch, K-R1 10 R- 
B8 mate. 


rr PxP 


Or 8...R-R1 9 PxP, P-Kt6 
10 P-K7,R-R3ch (JO... P-Kt7 
11 R-B8ch and mate next) JJ] R-B6, 
RxRch J2 KxR, and White mates in 
two more moves. 


9 P-K7 R-R1 
On 9... R-R3ch 10 R-B6, R- 
R1 leads to the play that follows. 
10 R-B6 R-K1 
11 R-Q6 


White wins, there being no specific 
against the effects of 12 R-Q8, his 
next move. 


The Queen 


QUEEN endings abound in tactical 
brilliancies. There are wily combina- 
tions to do away with pieces, intrigues 
to waylay the Queen, and plots to get 
at the King. 

The procedure to adopt with a Queen 
against a Pawn on the seventh is in- 
structively shown in Lolli No. 243, 
Greco No. 244, Lolli No. 245, Salvioli 
No. 246, No. 247 and No. 248, Lolli 
No. 249 and Berger No. 250. 

Lolli’s No. 251 is an exhaustive study 
of Queen against Rook, while Rinck’s 
No. 252 between the: same opponents is 
in lighter vein. 

Kantorovich No. 253 demonstrates 
that one Queen is as good as another— 
or even better! Cohn on the other hand 
points out in No. 254 that two Queens 
are not always superior to one. 

Nos. 255, 256 and 257 are con- 
cerned with the problem of promoting 
a Pawn that stands on the brink of the 
Queening square, but for the moment is 
unable to move. 

Rinck’s No. 259 is a game-like Queen 
ending which shows the old master at 
his best. 

In No. 260 by Zhek, White’s attack 
is directed towards winning the Queen 


—until the very last move. 

Typical Rinck, which is to say first- 
class, are No. 261 and No. 262, in each 
of which Queen and minor piece win 
neatly against the opposing Queen. 

No. 263 and No. 273, by Richter 
and Gurvich respectively are endings 
which are sure to find their way into 
every chessplayer’s private little note- 
book. 

No. 265 came up in actual play, and 
was brilliantly won by Sormann. 

Prokop’s No. 266 is nothing less than 
a masterpiece. A quiet move by the 
King after a few vigorous checks leaves 
Black helpless to prevent mate or loss 
of his Queen. 

In Kubbel’s No. 267, artistic manipu- 
lation of the pieces enables Queen and 
Knight to overpower Black’s King and 
Queen. 

The Queen Pawn in Clausen’s No. 
269 undertakes a journey to the eighth 
square. Clever play renders all the ob- 
stacles in its path impotent. 

Sparkling play by the combination of 
Queen and Knight highlights Erochin 
No. 270, while the ladder theme is rep- 
resented by one of its most pleasing 
specimens in Troitzky’s No. 272. 
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LOLLI 1763 


IN ENDINGS of Queen against a 
Pawn on the seventh rank, the 
method of winning shown here ap- 
plies if the Pawn stands on the King, 
Queen, or Knight file. Should the 
Pawn occupy the Bishop or Rook 
file, different treatment is necessary, 
as we shall see in subsequent exam- 
ples. 


1 Q-B2 
Pins the Pawn, and forces... . 


Il... K-Q8 
2 Q-Q4ch K-B7 
3 Q-K3 K-Q8 
4Q-Q3ch K-K8 


Black has been forced to block his 
Pawn, giving White’s King time to 
move one square closer. White keeps 
repeating this maneuver until his King 
is near enough either to help capture 
the Pawn or to assist in bringing 
about mate. 


5 K-B6 K-B7 

6 Q-Q2 K-B8 

7 Q-B4ch K-Kt7 

8 Q-K3 K-B8 

9 Q-B3ch K-K8 
10 K-K5 ~  K-Q7 
11 Q-B2 K-Q8 
12 Q-Q4ch K-B7 
13 Q-K3 K-Q8 
14 Q-Q3ch K-K8 
15 K-K4 K-B7 
16 Q-B3ch K-K8 
17 K-Q3 K-Q8 
18 QxPch K-B8 
19 Q-B2 mate 


WHITE 
to play 


and win || 


GRECO 1612 


THE customary procedure against a 
Pawn on the seventh rank does not 
work if the Pawn cccupies the Bishop 
or the Rook file. For instance, if J Q- 
Q4, K-Kt7 2 Q-Kt4ch, K-R7 3 Q- 
B3, K-Kt8 4Q-Kt3ch, K-R1!, and 
Black abandons the Pawn noncha- 
lantly, since taking it allows a draw 
by stalemate. 

White’s winning chance in this and 
similar positions lies in his King being 
near enough (as it is here) to take 
part in a mating combination. 


1 K-B4 


Now Black’s little trick of aban- 
doning the Pawn does not work, as 
after J...K-R8 2Q-K2 (for 
Heaven’s sake, not 2 K-Kt3, allowing 
2... P-PF8(Kt)ch, and Black wins 
the Queen) K-Kt7 3 K-Kt4, K-Kt8 
(if 3...K-R8 4Q-Blch, K-R7 
5 QxPch) 4 K-Kt3, P-B8(Q) 5Q- 
R2 mate. 

Pains P-B8(Q)ch 
2 K-Kt3 

The threat is 3Q-R2 mate. If 
Black’s Queen moves (say to QB5) 
to give the King room, then 3 Q-Kt2 


is mate. 
White wins 
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1 Q-OKt3 
WHITE'S purpose is not only to pin 
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the Pawn, but to prevent Black from 
reaching R8 with his King, in a try 


for stalemate. 


- 


The response to Queening the 
Pawn (and it would come like a 


flash) would be 4 Q-K2 mate. 
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K-Q8 


4 K-B2 
Clearly, on 4. . 


. K-Q6 5 K-K1 


forces Black to give up his Pawn. 


K-B8 
K-Q8 


5 Q-Q4ch 
6 Q-OKt4 
7 Q-K1 mate 
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P-B8(Q) 
. P-B8(Kt)ch 3 K-R3, 


4 Q-Bich 
4 QxKt, stalemate) and mate next 


move. 


2 K-Kt3! 


Or 2.. 


Q2 and mate next move. 
Kt-Q6 


SALVIOLI — 


(side-stepping 


K-Kt8 


3 Q-QRSch 


4 Q-R2 mate 
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1 Q-Kt7ch K-R8 


BLACK threatens to stalemate him- 
self. White can win this type of posi- 
tion only if his King is near enough 
to create a mating situation. 


2 Q-K4 K-Kt7 
3 Q-Q4ch K-Kt8 
Or 3...K-Kt6 4K-Q3, K-R6 
5 K-B4, and Black will be mated next 
move. 


4 Q-Qich K-Kt7 
5 Q-Q2ch K-Kt8 


Or 5... K-R8 6 Q-B1 mate. 
6 K-Q1! P-R8(Q) 


If 6... P-R8(Kt) 7Q-Kt4ch, 
K-R7 8 K-Q2, Kt-Kt6ch 9 K-B3, K- 
R8 (a Knight move instead allows 
10 Q-Kt2 mate) 10 KxKt (definitely 
not 10 QxKt) K-Kt8 J] Q-K1 mate. 


7 Q-B2 mate 
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P-R8(Q) 


5 K-Kt3 
Threatens a mate which Black can 


only postpone by sacrificing his 


White wins 


Queen. 
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LOLLI 1763 


ORDINARILY this would be a draw, 
with White’s King so far away, and 
the usual procedure against a Pawn 
on the seventh rank ineffective. For 
instance, if J Q-K4,K-Kt7 2Q- 
Kt4ch, K-B7 3 Q-R3, K-Kt8 4Q- 
Kt3ch, K-R8! Black has been forced 
to block his Pawn, but White cannot 
gain a move for his King to approach, 
since he must release the stalemate. 

White wins this though with a little 
device which enables his King to 
come two squares closer. Back to the 
diagrammed position! 


1 K-Kté! 


Lifts the stalemate by screening the 
Queen. 


Pop K-Kt7 
2 K-RS dis.ch K-B8 
3 Q-Rich K-Kt7 
4 Q-Kt2ch K-Kt8 


Or 4... K-Kt6 5Q-KKt?7 fol- 
lowed by 6 Q-R1, winning easily. 


3 K-R4 P-R8(Q)ch 
6 K-Kt3 


And White forces mate (the posi- 
tion being an old friend by now). 
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BERGER 1922 


1 Q-Kt8ch K-B7 


IF 1... K-R8 instead, 2 Q-Kt3, 
P-R6 3 Q-B2, P-R7 4 Q-B! mate. 


2Q-R7 K-Kt6 
3 Q-Q3ch K-Kt7 
4 Q-K4ch K-Kt6 


If 4. . . K-B7 5 Q-RI1 wins, or if 
4... K-Kt8 5 Q-Kt4ch, K-B7 6 Q- 
R3, K-Kt8 7 Q-Kt3ch, K-R8 8 Q-B2 
and mate next move. 


3 K-BS P-R6 

6 K-Q4 P-R7 
7Q-R1 P-R8(Q)ch 
& QxQ K-Kt7 


9 Q-Kt2ch K-Kt8 


On 9... K-Kt6 10 Q-Kt7 fol- 
lowed by 11 Q-R1 is decisive. 


10 K-K3 P-R8(Q) 
11 Q-B2 mate 
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LOLLI 1763 


THE safest place for the Rook, in 
endings of Queen against Rook, is 
close to his King. Once out in the 
open, the Rook is no match for the 
fleet-footed Queen. 

In the diagrammed position, the 
Rook is in no danger. White’s object 
therefore is to force the Rook away 
from the protection of the King, to 
any other square in fact, where it 
will be exposed to the threat of cap- 
ture. 

White accomplishes his object by 
playing three moves which bring 
about the position in the diagram, but 
with Black to move. 


1Q-Q4ch K-R1 


The King must move to the last 
rank, since]. . . K-R3 allows 2 Q- 
R4 mate. 


2 Q-R8ch K-R2 


Again forced, the reply to 2... 
R-Ktl being 3 Q-R1 mate. 


3 Q-O8 


Now White has the desired posi- 
tion, with Black to move. 

Black, as we shall prove, has no 
moves that do not lose the Rook or 
expose him to mate. 


“Bip 266 


If he moves the King: 

3... K-R3 4 Q-R8ch, R-R2 
5 Q-OKt8, and Black will shortly be 
mated. 

If he moves the Rook along the file: 

A] 3... R-Ktl 4Q-RS mate 

B] 3... R-Kt3ch 4 QxRch, and 
mate next move 

c] 3... R-Kt44KxR 

D] 3... R-Kt5 4 Q-RSch, win- 
ning the Rook 

E] 3...R-Kt6 4Q-Q4ch, K- 
Ktl (on4. . . K-R1 5 Q-R4ch wins 
the Rook) 5 Q-B4ch, K-R1 (on 5 
. . . K-B1 6Q-B8 is mate) 6Q- 
R4ch, and White wins the Rook 

F] 3... R-Kt7 4Q-Q4ch, and 
White wins the Rook 

G] 3... R-Kt8 4Q-Q4ch, K- 
R1 (on 4...K-R3 5Q-R4 is 
mate) 5 Q-R8ch,K-R2 (or 5... 
R-Ktl 6Q-OR1 mate) 6 Q-R7ch, 
and Black loses his Rook 

If he moves the Rook along the 
rank: 

A] 3... R-QB2 4 QxRch wins 

B] 3... R-Q2 4QxRch wins 

c]) 3...R-K2 4QxRch wins 

D] 3... R-KB2 4Q-Q4ch, K- 
R1 (if 4. . . K-R3 5Q-R4 mate) 
5 Q-Rich, K-Kt1 (on 5... R-R2 
6Q-R8 is mate) 6 Q-Kt2ch, K-R1 
(if 6... K-B1 7 Q-R8ch and mate 
next move, or if 6. . . K-R2 7Q- 
R2ch wins the Rook) 7 Q-R2ch (at- 
tacks the Rook) R-R2 8 Q-Kt8& mate 

E] 3... R-KKt2 4 Q-Q4ch, 
and White wins the Rook 

F] 3...R-R2 4Q-Q4ch, K- 
Ktl (if 4... K-R1 5 Q-Rlich, K- 
Kt1 6 Q-Ktlch wins the Rook) 5 Q- 
Kt4ch, K-R2 6 Q-R4ch, K-Ktl 7 Q- 
Kt3ch, K-R2 8 Q-R2ch, K-Ktl 9 Q- 
Kt8ch, and White wins the Rook 

Q.E.D. 
White wins 


il 
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THIS looks as though it might be a 
long, bitter fight. The win is easy and 


amusing though, the Queen zigzag- 
ging down to force a mate in twelve 


moves. 
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K-Kt8 


Black’s replies need no comment 
—his moves are all compulsory. 


1Q-R8 
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K-R8 
K-Kt8 
K-R8 
K-Kt8 
K-R8 
K-Kt8 
K-R8 
K-Kt8 
K-R8 
K-Kt8 


2 Q-R7ch 
3Q-Kt7 
4 Q-Kt6ch 


5 Q-B6 
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RINCK 1917 


6 Q-BSch 

7 Q-O5 

& Q-O4ch 

9 Q-K4 
10 Q-K3ch 
11 Q-KB3 


12 Q-B1 mate 
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WHITE 
to play 
and win 
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KANTOROVICH 1952 


1 R-R6ch K-Kt8 


2 R-RlIch! 

A STARTLING sacrifice. 
re KxR 
3 P-R8(Q) 


Threatens quick mate by 4 K-Kt3 
dis.ch (or by 4 K-B2 dis.ch) followed 
by 5 Q-Kt2 mate. 


pre K-R7 


This is what happens on other 
Black defenses: 

A] 3... Q-Q6ch 4 K-B2 dis.ch, 
K-R7 5 Q-Kt2 mate 

B] 3... Q-B8ch4 K-Kt3 dis.ch, 
K-Kt8 5 Q-R7ch, K-R8 6 Q-R7ch, 
K-Kt8 7 Q-R2 mate 

c] 3...QKRS 4Q-Rich, K- 
R7 5 Q-Kt2ch, K-Kt8 6 Q-Kt2 mate 

D] 3... Q-B7 4K-Kt3 dis.ch, 
K-Kt8 5 Q-QRIch, and mate next 
move 

E] 3%... K-Kt8 4 Q-R7ch, K- 
R8 5 Q-R7ch, K-Kt8 6 Q-Kt6ch, K- 
B8 (or 6. . . K-R7 7 Q-Kt2 mate) 
7 Q-OKtlch, Q-B8 8 QxQ mate 


4 Q-R8ch K-Ktl 
5 Q-Kt7ch K-B1 

6 Q-Rich Q-B8 

7 QxQ mate 


NO. 254 Vi Vi Wn 


WHITE li, leds 


to play A, - 7 
and win VY VY 


COHN 1929 


THE natural impulse is to Queen 

the Pawn, and win with two Queens 

against one. This is what would hap- 
en: 

1 P-B8(Q), Q-Kt5ch 2 K-B2 (if 
2 KxQ stalemate) Q-K7ch 3 K-Kt3 
(on 3 K-Kt1, Q-Kt7ch forces 4 KxQ 
and a draw by stalemate) Q-KtSch, 
and Black draws by perpetual check. 

Another plausible try leads to this: 

1 Q-K7, Q-Kt3ch 2 K-B4, Q-B3ch 
3 QxQ, and Black draws by stale- 
mate. 

The win, and there is one, is by 
the pretty device of under-promotion, 
after which Black is helpless. This is 
the story: 


1 P-B8(Kt)ch! K-Ktl 
2 Kt-K6 
Threatens 3 Q-Kt7 mate. 
yee Q-B2 


If 2. . . Q-R2 instead 3 Q-B8 is 
mate. 


3 Q-Q8ch K-R2 
4 Kt-KtSch 


Wins Queen and game. 
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HORWITZ AND KLING 


IF WHITE could advance his Pawn 
another square he would win easily, 
having two Queens against one. But 
the Pawn is pinned and cannot move. 
Clearly, White must move his King 
—and to a square where he will be 
safe from perpetual check. 


1 K-B8 


Not J K-Q8, Q-B3 and the Pawn 
is pinned anew. 


) rae Q-KtSch 


Checking at Kt1 or R1 instead al- 
lows 2 P-K8(Q) in reply. 


2 K-Kt8 Q-KtSch 
3 K-R8 


The King is safe from checks here 
in spite of his apparently exposed 
position! If Black should try 3... 
Q-RSch or 3. . . Q-R4ch, 4 Q-R2 
in reply will force the Queens off the 
board, leaving the King Pawn as sur- 
vivor and victor. 

White wins 


NO. 256 || 


WHITE 
to play 
and win 


Y 
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HORWITZ AND KLING 1851 


TO WIN this, White must promote 
his Pawn. He would then have the 
overwhelming advantage of two 
Queens against one. 

Two problems must be solved: 
Advancing the Pawn (which is now 
pinned) and safeguarding his King 
from perpetual check (which would 
give Black a draw). 


1K-R7 Q-R8ch 


If 7... Q-Q2 instead (to renew 
the pin) 2 Q-K4ch, K-B4 3 K-Kt8, 
and Black cannot pin the Pawn 
(3. ..Q-Q4 4QxQch wins for 
White) nor check advantageously 
(3... Q-Qlch 4 P-B8(Q)ch). 


2 K-Kt7! Q-R8ch 
3 K-Kt8 Q-R7 
4 Q-Kt6ch K-B6 
The only move, since 4... K- 


RS or 4. . . K-R6 allows 5 Q-R6ch 
with an exchange of Queens, while 
4... K-BS5 5Q-K6ch loses the 
Queen outright. 


5 K-Kt7! Q-Kt7ch 
6 Q-Kt6 Q-Kt2 
7 K-Kt8 Q-Q4 


Obviously 7. . . Q-Ktlch is use- 
less after 8 P-B8(Q) in reply, while 
the pin by 7. . . Q-Kt6 fails after 
& Q-Kt3ch, forcing the exchange of 
Queens. 


8 K-R7 Q-R8&ch 


On 8...Q-Q2 pinning the 
Pawn, 9 Q-Kt7ch cleverly unpins it. 


9 Q-R6 Q-KSch 
10 K-R8 Q-K4ch 
11 Q-Kt7 


Black must exchange Queens, and 
White wins 
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WHITE 
to play 
and win 
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VAN VLIET 1888 


WHITE'S win depends on Queening 
his Pawn. The manner in which the 
Pawn is freed from the pin (which 
now prevents its advance) is rather 
startling. 


1Q-Kt4 


Immobilizes Black’s King, and 
forces his Queen to move. 


Te es Q-R8 


The Queen stays on the long diag- 
onal to maintain the pin. There are 
other squares on this diagonal which 
the Queen could have chosen with 
the following results: 

A] 1. . . Q-Q4 2 Q-R4ch, K-Kt3 
3 Q-Kt3ch!, QxQ 4 P-Kt8(Q)ch, and 
White wins the Queen 

B]) 1... Q-KB6 2 Q-R4ch, K- 
Kt3 3 Q-Kt3ch, QxQ 4 P-Kt8(Q)ch, 
and White wins the Queen 

c] 1. . . Q-Kt7 2 Q-R3ch, K-Kt3 
(or Kt4) 3Q-Kt2ch,QxQ 4P- 
Kt8(Q)ch and White wins 


2 Q-R3ch K-Kt3 
3 Q-Kt2ch K-B4 


What else is there? If 

A] 3... K-R3 (or R4) 4Q- 
R2ch, K-Kt4 (or anywhere else on 
the Knight file) 5 Q-Ktlch, QxQ 6 P- 
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Kt8(Q)ch, and White 
Queen 

B] 3... K-B3 4 P-Kt8(Q) and 
wins 

c] 3... K-B2 4Q-R2ch, QxO 
5 P-Kt8(Q)ch, and White wins the 
Queen 


wins the 


4 K-R7 Q-R2 


Black has no check, so he clamps 
on a new pin. 


5 Q-Kt6ch K-Q4 


On 5... K-BS instead, 6 K-R6 
followed by Queening the Pawn. wins. 


6 K-R6 


Leaves Black powerless to stop the 
Pawn’s advance. If he tries 6... 
Q-Q6ch, the response 7 Q-KtSch 
forces an exchange of Queens. . 

White wins 


K-B1 


1 Q-Kt2ch 
IF BLACK plays /. . 


. K-R1 in- 
2 Q-R8ch, Q-Ktl 


then 
3 Q-Rich and mate next move. 


stead, 


Q-K1 


2 Q-R8ch 


3 Q-Kt7 
Threatens to mate at Kt7. 


Q-Q1 
. QB2 4 Q-B8&ch, Q-K1 


.Q 


RS is penalized by 4 Q-Kt7ch, K-K1 


5 Q-K7 mate. 


On3.. 
5 P-Q7 is decisive, while 3. . 
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HORWITZ AND KLING 1851 


Q-Kich 


4 K-Kt6 
5 K-B6 


Q-Qich 


Q-Kich 


Running away to escape mate 
6 


6 KxP 


. K-Ktl 7Q- 
B7ch, K-R1 8 Q-B6ch, and White 


leads to this: 


wins. 


QxQch 
K-K1 


7 Q-K7ch 
8 PxQch 
9 K-B6 


White wins 
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NO. 259] 


WHITE 
to play 


and win |}, 
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RINCK 1906 


1 Q-OKtl 


A QUIET move, but it threatens to 
win by 2Q-KtSch, K-Q5 3 Q-Q5 
mate. 
) eae K-Q5 
2Q-Kt3! 

Clearly indicating his intention— 
3Q-Q5 mate. There is more to 
White’s move though than this trans- 
parent threat. Note that he lets Black 
defend by capturing a Pawn with 
check! 


23 QxPch 
3 K-Q6 
Black must now guard against 4 Q- 
B3 mate. 


Ds Q-QR1 


The Queen moves away to give the 
King a flight square. She must stay 
on the long diagonal to prevent 4 Q- 
Q5 mate, but was any square besides 
QR1 available? 

If 3... QKt7 or 3. . . Q-R8 
instead, 4 Q-B3ch, K-K5 5 Q-Bé6ch, 
and White wins the Queen. 


4 Q-K3ch K-BS 
5 Q-B3ch K-Kt4 
6 Q-Kt3ch K-R3 


Obviously 6. . . K-R4 7 Q-R3ch 
costs the Queen. 


7 Q-R4ch K-Kt2 
& Q-KtSch K-R2 


Or 8... K-B1 9 Q-Q7ch, K-Ktl 
10 Q-B7 mate. 


9 K-B7! 


Appropriately enough, White ends 
the combination as he began it— 
with a quiet move. Black has no de- 
fense against the threat of mate. 

White wins 


WHITE 
to play 
and win || 


LA 


ZHEK 1938 


THERE is a twist in this ending 
which may catch you by surprise. 


1Q-Blch P-B5 


The only defense. The King may 
not move to the Rook file, as the re- 
ply 2 Q-Rich wins his Queen, while 
on 1... K-Kt3 2 QKtlich, K-R3 
3 Q-R2ch, K-Kt2 4 Q-Kt3ch, K-R3 
5 Q-R4ch, K-Kt2 6 Q-KtSch, K-R2 
7 K-B7!, and Black faces mate. 


2 Q-Ktlch K-B4 


Here too, moving to the Rook file 
is fatal. 


3 Q-Kt4ch K-K4 
4 Q-KtSch K-Q5 
5 Q-Ktlch K-K4 


Forced, since 5... K-B6 loses 
the Queen after the reply 6 Q-Rich. 


6 Q-Rich 
Will White win the Queen? 
6.3% P-Q5 
No, he will not, but . . 
7 QxRP 
Mates the King! 


275 sly 


to play 
and win 


RINCK 1902 
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1 Q-B7ch Q-B4 


THE King must not move, since 
1... K-Kt5 allows 2 Kt-KSch win- 
ning the Queen by a Knight fork, 
while 7. . . K-KS 2 Q-Kt6ch wins 
the Queen by the skewer attack. 


2 Q-B4ch Q-KS 
3 Q-QB7ch K-B4 


On 3... K-KtS 4 Q-Kt7ch leads 
into the main line of play after 
White’s fifth move. 


4 Q-B7ch K-Kt5 
3 Q-Kt7ch K-B4 


The only square left to the King. 
If: 

A] 5... K-R46Q-Kt5 mate 
B] 5... K-R6 6 Q-Kt3 mate 

c] 5... K-B5 6 Q-KtS mate 


6 Kt-Q4ch K-B5 
7 Q-Kt3 mate 


NO. 262 


WHITE 
to play 


and win || 


e 
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RINCK 1903 


WHITES tactical play is artistic but 
no less incisive. 


1 Q-Kt4ch K-K4 


The only flight square, 7... K- 
Q6 costing the Queen after 2 Q- 
K2ch. 


2 Q-Kt5ch K-K5 


Here if 2... K-Q3 3Q-Bé6ch 
wins the Queen, while 2. . . K-OQS 
runs into 3 Q-K3 mate. 


3 B-Kt6ch K-Q5 
4 Q-K3ch K-Q4 


Or 4... K-B5 5Q-Q3ch, and 
White wins the Queen. 


5 B-K4ch! 


After this powerful move, Black 
can only decide in what manner his 
Queen will be lost. If he plays 5. . . 
K-Q3 (or K3) 6 Q-R6ch wins the 
Queen on the rank. If he moves 
5... K-B5 6B-Q3ch wins the 
Queen on the diagonal, while 5... 
K-K4 6 B-Kt7ch wins the Queen by 
discovered attack. 

White wins 
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I 7 ”ap]| EVERY player from Grandmaster 
NO. 263 |]. ee 0 es down, to Ls I showed this ending 
picked 1 K-Q7 dis.ch as the first 
move in the solution. It does not win, 
though it would seem that the King 
should move in towards Black for the 


WHITE kill. 

to play The winning line of play: 

and win || 1 K-Kt7 dis.ch! K-R2 
2 Q-R2ch K-Ktl 
3 Q-R2ch K-R2 


RICHTER 
Obviously, 3. . . K-B1 instead is 


unsuitable, the reply 4 Q-R8ch cost- 
ing Black his Queen. 


4 Q-B7! 


Decisive! Black is tied hand and 
foot. Neither King nor Pawn may 
move, while his Queen is restricted to 
one square. Note how White’s first 
move by the King gave him control 
of three squares on the last rank. 


4... Q-KKtl 
5 Q-RS mate! 
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. Q-R6ch 2 Kt-Q3 dis.ch 


In all the above, White either wins 


dp) 1... 


Q-Kt7 
K-Kt8 
K-B7 
K-Q7 
. K-B6 instead, 6 Q-B6ch 


3 Kt-Kt3ch 
4Q-Blch 
5 Kt-R1ch! 


2 Q-B6ch 
On5.. 


6 Q-B2ch K-B6 
. K-B8 7 Q-K1 mate. 
7 Q-B6ch 
White wins the Queen and the 


Or6.. 
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NO. 2641, 
WHITE 
to play 
and win | & 


the Queen or forces mate. 
wins the Queen 


game. 


GUNST 1933 


NO. 265 


WHITE 
to play 
and win }) 


SORMANN 1908 


280 


SKILLFUL maneuvering of Queen 
and Knight brings about a problem- 
like mating position. 


1 Q-Kt6ch K-B5S 
2 Q-O4ch K-Kt6 


If 2... K-Kt4 instead, 3 Kt- 
R7ch forces the King away from his 
Queen. 


3 Q-Qich K-R6 
4Q-Rich K-Kt6 
5 KtxPch K-Kt5 
6 Q-Q4ch K-R6 


Taking the Knight (or moving to 
Kt4) allows 7 Q-Kt6 mate. 


7 Kt-B4ch K-Kt6 


The only move, 7. . . K-R7 run- 
ning into mate on the move, while 
7... K-Kt5 costs the Queen after 
& Kt-Kt6 dis.ch. 


& Kt-Q2ch K-R6 
9 Q-Rich K-Kt5 
10 Q-Kt2ch K-B4 


Black of course avoids 10. . . K- 
R4 11 Q-Kt6 mate. 


11 Q-Kt6ch K-Q4 


12 Q-Q6 mate, and a pretty mate 
it is. 


to play 
and win 


PROKOP 1944 


1Q-Rich K-Kt5 


FORCED, as 1]... K-Kt6 loses 
the Queen by a Knight fork. 


2 Q-Kt2ch K-RS 


Alternative moves by Black lead to 
this: 

A] 2...K-R4 3 Q-R3ch, K-Kt3 
(or 3... K-Kt4 4Kt-Q4ch) 4Q- 
R7ch, K-B3 (or Kt4) 5 Kt-Q4ch, 
and White wins the Queen. 

B] 2... K-BS 3 Q-B3ch, K-04 
(3... K-Kt4 4 Kt-Q4ch wins) 4 Q- 
RSch, K-K5 (on 4. . . K-K3 5 Kt- 
Q4ch wins) 5 Kt-Kt3ch wins the 
Queen 

c] 2... K-B4 3 Q-R3ch, K-BS 
(if 3. . . K-B3 or Kt4 4Kt-Q4ch 
wins) 4 Q-B3ch, and White wins as 
in variation (B) above 


3 Kt-B3ch K-R4 
4 Q-R3ch K-Kt3 
5 Q-Q6ch K-R4 
6 K-Kt8!! 


An amazing move. Quiet as it is, it 
leaves Black helpless. To begin with, 
his King has no moves, and his 
Queen has no checks. 


Orn Bs P-R7 


What else is there? If: 

A] 6... Q-B6 (unguarding his 
QB4 square) 7 Q-BSch, K-R3 8 Q- 
Kt5 mate 

B] 6... Q-B8 (unguarding his 
QB4 but still controlling QKt4) 7 Q- 
BSch, K-R3 8 Q-R7 mate 

Cc] 6... Q-KB7 (guarding 
squares QB4 and QR2) 7 Q-R3ch, 
K-Kt3 8 Q-R7ch, and White mates 
next move. 


7 Q-R3ch K-Kt3 
8 Q-R7ch K-B3 
9 Q-B7 mate 
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7 = 1 Kt-R2 
Y Y 
Ma 
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THREATENS 2 Kt-Kt4—mate on 
the move. 
Lisi K-K6 
2 Kt-Kt4ch K-B5 
If 2... K-KS instead, 3 Kt-B6ch, 


K-B4 (moving to a Black square K4, 
K6 or BS loses the Queen by a Knight 


YT JF fork) 4 Kt-Q7!, and White attacks 
the Queen while simultaneously 
KUBBEL 1940 threatening 5 Q-Kt4 mate. 
3 Q-KBich K-K5 
Forced, as 3. . . K-Kt4 runs into 


4 Q-B6ch, K-R4 5 Q-B5 mate. 
4 Kt-B6ch K-Q5 


The only move, 4. . . K-K4 los- 
ing the Queen by 5 Kt-Q7ch, and 
4... K-K6 by 5 KtxPch. 


5 Q-Qich K-B5 


Again there is no choice, moving 
to a Black square being met by a 
Knight fork winning the Queen. 


6 QxPch K-B6 


If 6. . . K-Kt5 instead, 7 Q-R2! 
sets Black an impossible problem (the 
hardest kind to solve). If he moves 
his King (7. . . K-B6) then 8 Kt- 
Q5ch wins the Queen, while should 
he move his Queen, 8 Kt-QS mates 


the King. 
7Q-R8! 
Threatens 8 Kt-Q5ch winning the 
Queen. 
Tee K-Q5 


The King moves, since the Queen 
must stay put. 


& Kt-Q5 


White wins the Queen. 
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HORWITZ 1889 


PIECES are even, but  Black’s 
crowded position suggests the possi- 
bility of a White win. 


1 K-R4! 


The King must find a quiet place, 
away from annoying checks. 


Pes asks Q-RSch 


As good as there is, ]. . . Q-Kt8 
losing the Queen after 2 R-R8ch, and 
1... K-Kt8 2 Q-Kich leading into 
the main line of play. 


2 K-Kt3 Q-R7 


The Queen must return to protect 
the Rook, but not to B7 as then 3 R- 
R8ch, K-Kt8 4 Q-Kich, Q-B8 5 R- 
Rich, KxR 6 QxQch is too expen- 
sive. 


3 Q-Klch R-Kt8 


The alternative 3. . . Q-Kt8 leads 
to 4Q-R5ch, Q-R7 5 Q-B3, K-Kt8 
6 Q-Kich, and the procedure is the 
same as in the main line of play. 


4 Q-KSch R-Kt7 
5 Q-B3 K-Kt8 


Forced, as 5. . . Q-Kt8 6 R-R8ch 
costs the Queen. 


6 Q-Kich K-B7 
7 R-B8ch K-Q6 


On 7... K-Kt6 8 Q-B3ch, K- 
RS 9 R-R8&ch wins the Queen. 


& R-B3ch 


Begins a series of checks given by 
Rook and Queen alternately on the 
Black squares, which drives the un- 
happy King upward to his doom. 


8... K-O5 

9 Q-K3ch K-Q4 
10 R-BSch K-Q3 
il Q-K5Sch K-Q2 
12 R-B7ch K-Q1 
13 Q-K7 mate 
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WHITE 
to play 


and win |) 
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CLAUSEN 


IT SEEMS almost incredible that the 
end of the winning combination finds 
White’s modest little Pawn way up on 
the seventh rank, master of all it sur- 
veys. 


1 P-Q4 


Initiates a powerful threat: 2 Q-B2 
mate. 


, aera K-BS 
2 Q-R2ch K-Kt4 
Quick disaster follows 2... K- 


Q6 when 3 Q-K2ch, K-B6 4 Q-B2 
mates the King. 


3 Q-Kt3ch K-B3 


The alternative is 3...K-R4 
when 4 Q-Kt4ch, K-R3 5 Q-R4ch, K- 
Kt2 6 Q-Kt5Sch, K-R1 (or B1) 7Q- 
R6éch, K-Ktl 8 Q-R7ch, K-B1 9 Q- 
R8 is mate. 


4 B-K7! QxB 


Other moves by the Queen allow 
White to mate by 5 P-QS. 


5 P-Q5ch K-Q3 
6 Q-Kt4ch P-B4 
7 PxP e.p.ch K-K3 
8 QxQch KxQ 
9 P-B7 


Nothing can stop the Pawn, who 
has led a charmed life, from becom- 
ing a Queen next move. 

White wins 


to play 


Neal, 
and win || 


EROCHIN 1928 


BLACK’S King and Queen are far 
apart, yet White manages to involve 
them in a combination resulting in 
loss of the Queen or worse. 


1 Kt-B2ch K-RS 
Not to R7 as 2 Q-R3 is mate. 
2 Q-Kt4ch K-Kt4 


The King avoids two pitfalls: 
2... K-Kt6 3Q-Kt4ch and mate 
next, and 2...kK-R4 3Q-Kt4 
mate. 


3 Kt-Q4ch K-Kt3 


The only flight square. Moving to 
any other Black square permits a 
Knight fork impaling King and 
Queen, while returning to the fifth 
rank exposes the King to a discov- 
ered check by 4 Kt-K6, costing the 
Queen. 


4 Q-Kt6ch K-Kt2 


Black is given no choice. If 4. . . 
K-B2 (or B4) 5 Kt-K6ch wins the 
Queen, and if 4. . . K-R2 (or R4) 
5 Kt-B6ch does the trick. 


3 Q-K4ch! K-B1 


If Black tries 5... K-Kt3 in- 
stead, 6 Q-Ktlch forces the King to 
one of the fatal Black squares. 


6 Q-R8ch K-Q2 
7 Q-B6ch K-K2 
8 Q-K6 mate! 
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1 Q-R4ch K-B4 


ON 1... K-B6 instead, 2 Q-RIch, 
K-Q6 3 Kt-K5Sch, and Black must 
give up his Queen. 


2 Q-R7ch K-Q4 
3 Kt-K3ch K-K4 
4 Q-Kt7ch K-BS! 


The best chance.On4.. . Kt-B3 
5 K-Kt6 (to win the pinned Knight) 
Q-Q1 6 Kt-B4ch, K-Q4 (leaves the 
Knight to its fate, but 6. . . K-K3 
runs into 7 Q-B7 mate) 7 QxKt, and 
White wins. 


5 Kt-Kt2ch! 
But not the hasty 5 QxQ, and 
Black draws by stalemate. 
5... PxKt 
6QxQ _ P-Kt8(Q) 


By ingenious play Black has re- 
placed the Queen he lost with a new 
Queen, but White is prepared for 
even this contingency. 


7 Q-K3ch K-K4 


On 7... K-Kt5 instead, 8 P-. 
B3ch wins the Queen. 


8 P-B4ch 


White wins the second Queen and 
the game. 


THE Queen wins this almost by her- 


self, with a delightful series of zigzag 


checks. 
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1 Q-B5ch 
The only move, since J. . 
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in three, starting with 


to mate 
2 PxPch. 


i400) 


K-R2 
K-R1 
K-R2 
K-R1 
K-R2 
K-R1 
K-R2 
K-R1 


Now the Queen takes three giant 


2 Q-KSch 
3 Q-K4ch 
4 Q-Q4ch 
5 Q-Q3ch 
6 Q-B3ch 
7 Q-B2ch 
8 Q-Kt2ch 
9Q-Ktlch 
steps for the denouement. 


WHITE 
to play 
and win || 


TROITZKY 1929 


Q-R2 
K-Ktl 
K-B2 


10 Q-KRich 
11 Q-Rich 
12 Q-R8ch 


13 KtxPch 
White wins the Queen and the 


game. 
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A CAPTIVATING bit of endgame 
magic: 
1 Kt-K4 Kt-Q6 
Black avoids Queening with check, 


the reply 2 Kt-B2ch forcing him to 
give up his Queen at once. 


2 Q-B2! KtxQ 


If instead 2. . . P-Kt8(Q), pin- 
ning White’s Queen, 3 Kt-Kt3ch, 
QxKt 4 QxQ wins for White. 

3 Kt-Kt3ch! K-Kt8 
4 Kt-Kt5 


Holds the King fast, and restricts 
Black to moves by one of the 
Knights. — 


oe Kt(R7)-Kt5 
If the other Knight moves any- 


where at all, the response is 5 Kt-R3 
mate. 


5 Kt-B3 mate 


Variety of Pieces 


BLACK’S KING in the Gorgiev No. 
274 has a dismal future. He must decide 
the manner of his death—whether to be 
mated by a Knight or a Bishop. 

Naiderashvilli’s No. 275 is playful, 
and if not practical is none the less 
pleasing. 

The awkward-looking Knights in Ei- 
senstadt’s No. 276 more than hold their 
own against the powerful: Rook. 

The play is exciting from first move 
to last in No. 278. The ending is a 
masterpiece of Korolkovian ingenuity. 

The passed Pawns appear formidable 
in Troitzky’s No. 280, but skillful play 
by Rook and Knight dissolves all the 
threats. 

Rossolimo’s 281 is unusually pretty, 
featuring as it does five zigzag checks 
by the Knight to force the King down 
from one end of the board to another. 

In Isenegger’s 282 and Topseyev’s 
283, Knight and Rook engage in a plot 
to capture the opponent’s Rook. Both 
are fine studies, the latter especially 
being a delight. When a composer can 
create beauty from such scant material, 
he is a genuine artist. 

In the Kakovin No. 284, winning a 
Rook is easy, but it must be captured at 
the right moment. 

The finish is fine in Birnov’s No. 285, 
leading as it does to the theme of Domi- 


nation. The Bishop is attacked, and all 
the exits are barred! 

In No. 286 and No. 287 by Fritz, 
threats are directed at the minor pieces, 
but the real object of White’s attack is 
the King himself. 

Black’s Knight, in Gorgiev’s No. 288, 
is driven into an awkward spot while 
fleeing from a bloodthirsty Rook. Un- 
willingly it involves the King, who be- 
comes victim of as neat a mate as you 
would want to see. 

Kasparyan’s No. 290 shows Rook, 
Knight and Pawn pitted against a soli- 
tary Pawn—but that Pawn is poised on 
the seventh rank, on the brink of being 
crowned. 

In Wotawa’s No. 296, the setting 
(two Rooks against two connected 
Pawns on the seventh) is attractive— 
and so is the solution! 

Rooks are sacrificed all over the 
board in No. 298, a lively ending by 
Gorgiev. 

Skillful handling of the Rooks in 
Rinck’s No. 299 enables White to ex- 
ploit the adverse King’s unfortunate 
position on the edge of the board. 

In Wotawa’s No. 300, White gives up 
one of his pieces, and then lets Black 
capture the remaining two with check 
—yet manages to win! 

A fascinating variety of ideas! 
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GORGIEV 1938 


THE position of Black’s King indi- 
cates that mate is in the air, but will 
the mating piece be the Knight or the 
Bishop? 


1 B-R6! 
The plausible 7 Kt-B6 instead does 
not work, as after 7. . . P-R4 2 K- 


K7, Kt-B6 3 K-B7, Kt-K4ch compels 
the King to leave, and sets aside the 
threat of mate. 


p eee Kt-K5 


Black had no time to get his King 
into the open, his Knight being at- 
tacked, but the Knight might have 
moved to B6 instead with this result: 
1... Kt-B6 2 K-K7, Kt-R5 3 K- 
B7, Kt-B4 4K-B8, KtxB 5 Kt-Q6, 
and White’s next move will be 6 Kt- 
B7 mate. 


2 K-Q7! 

This, and not K7 is the right square 
for the King. On 2 K-K7 instead, the 
reply 2... K-K&l prevents White 
from making further progress. 

Now if Black plays 2. . . K-Ktl 
3 K-K7, Kt-Kt6 4 Kt-B6ch, K-R1 5 
K-B7 forces mate. 

ZR tae Kt-B3ch 


Hoping for 3 KtxKt and Black 
draws by stalemate. 


3 K-K7 Kt-Ktlch 


If 3... KtxKt instead, 4 K-B8}!, 
Kt-Q3 5 B-Kt7 is mate. 


4 K-B8! KtxB 
5 Kt-Q6 Kt-B4 
6 Kt-B7 mate 
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NAIDERASHVILLI 1949 


A BEAUTIFUL ending! White toys 
with ‘his opponent (even forcing him 
to Queen a Pawn) while evolving a 


picturesque mate. 


1 B-K3ch 
2 B-R6 
3 K-K7 
4 K-B6 
5 K-Kt5 
6 K-BS dis.ch 
7 K-B4 
8 K-B3 dis.ch 
9 K-K3 
10 K-K2 dis.ch 
11 B-Q2 
12 K-Q1 
13 BxP 
14 B-Q5 
15 K-Q2 
16 BxQ 
17 B-QSch 
18 B-R3 
19 B-Kt3 
20 B-Kt8& 
21 B-R7 mate 


K-Kt8 
P-Kt4 
P-Kt5 
P-Kt4 
K-B8 
K-Kt8 
K-B8 
K-Kt8 
K-B8 
K-Kt8 
P-R4 
P-R5 
P-R6 
P-R7 
P-R8(Q) 
K-R7 
K-Kt8 
P-Kt5 
PxB 
P-R7 
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EISENSTADT 1931 


1 P-K7 R-R1 


THE Pawn cannot be stopped by 
1... R-K4, as 2 Kt-B4ch wins the 
Rook. 


2 Kt-K6 


Intending 3 Kt-B8 next, cutting off 
the Rook. 


2.4. R-K1 


If 2. . . R-QB1, White does not 
play 3 Kt-Q8 as 3. . . R-B6ch 4 K- 
Kt2, RxKt draws, but 2 Kt-B4ch, K- 
R3 3 Kt-Q8, which wins. 


3 Kt-B7! 


The move that does the trick. White 
must not be seduced by the attractive 
3 Kt-B4ch, K-Kt4 4 Kt-Q6ch, K-B3 
5 KtxR, when K-Q2, followed by 6 
. . . KxP allows a draw (the two 
Knights alone being unable to force 
mate) nor by 3 Kt-B4ch, K-Kt4 4 Kt- 
B7ch, K-B3 5 KtxR, K-Q2, and again 
Black draws by capturing the Pawn. 


Se at 2 RxP 
4 Kt-B4 mate! 


K-Kt4 
. K-KtS, the skewer at- 
. K-R6 is refuted by 2 B-Bich, 


K-R7 3P-Kt4 dis.ch, and again 


1 P-Kt3ch 
White wins the Queen. 


Onl.. 
tack 2 B-Q2ch wins the Queen, while 


GIVEN a chance, the Bishops can 
swoop down the diagonals, and come 
up with a Queen in their clutches. 
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NO. 277" 
WHITE 
to play 

and win 


2 B-K8ch K-B4 
. K-Kt3 loses the 


Clearly, 2. . 
Queen at once by 3 B-Q8ch. 


RINCK 1914 


QxP 


3 P-Kt4ch! 
The alternative is 3. . 


Q2ch. 


. KxP 4B- 


4 B-K7ch 
White wins the Queen and the 


game. 
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KOROLKOV 1951 


AN ASTONISHING ending, with all 
sorts of attack and counter-attack. 
Both sides indulge in surprise tactical 
play. 
1 P-B7 

White does not start with 7 B-Kt2, 
as the response would not be]... 
BxKt 2 P-B7dis.ch, and White wins, 
but simply J... RxP when 2 
BxRch, K-R2 leaves nothing but a 
draw. 

) oer R-R3ch 


Black loses after]. . . R-KB3 by 
2 B-Kt2, and after 7. . . R-Ktl by 
2 PxR(Q)ch, KxQ 3Kt-K7ch_ fol- 
lowed by 4 KtxB. 
2 B-R3! 


Not 2 K-Kt1, BxKtch followed by 
3... K-Kt2, nor 2 K-Kt2, R-KB3, 
and White cannot pin the Rook. 


2 taco te RxBch 
3 K-Kt2 R-R7ch! 


To which White must not play 
4KxR as 4... B-K3ch wins the 
Pawn and draws. 


4K-B1! 
5 K-Q2 


If 5 K-Kt2 instead, then5. . . R- 


ty 294 


R-R8ch 


Kt8ch 6 K-B3, R-Kt6ch 7 K-Q4, R- 
Q6ch 8KxR (on 8&K-KS, R-Q1 
draws easily) BxKtch 9 K-Q4, K- 
Kt2, and Black has a draw. 


Diigo 4 R-R7ch 

6 K-K3 R-R6ch 

7 K-B4 R-RSch 
& K-Kt5 


Bad for White would be 8 K-KS, 
R-R4ch followed by 9... RxKt 
and Black wins, while 8 K-B3 is met 
by 8... B-Kt2ch and 9... R- 
Rl. 


tee R-Kt5ch! 
9 K-R6! 

Best, the alternatives being: 

A] 9 KxR, BxKtch 10 KxB, K-Kt2 
11 K-K6, K-B1 12 K-B6, and Black 
is stalemated. 

B] 9 K-RS, R-Ktl 10 Kt-K7, R- 
B1 JJ Kt-Kt6ch, K-Kt2, and Black 
draws. 


Ds R-Kt1! 


Cleverly avoiding 9. . . R-Kt3ch 
10 KxR, BxKtch 1] K-R6, and the 
Pawn will Queen. 


10 Kt-K7 


Threatens 77 PxR(Q) mate. 

What does Black do now? If the 
Rook moves on the rank (say to B1 
or Q1) 11 Kt-Kt6 is mate; if it moves 
on the file, the Pawn promotes to a 
Queen and forces mate. 


10... B-K3 
Ingenious to the last. If White 
plays JJ Kt-Kt6ch, then JJ... 


RxKtch J2 KxR, BxPch gives Black 
a draw. 
But White has a last trump: 


11 PxR(Q)ch BxQ 
12 Kt-Kt6 mate! 
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NAZANIAN 1938 


WHITE seems to have a weak and 
somewhat scattered little army with 
which to put up a successful fight 
against the powerful Queen, but we 
shall see... . 


1 Kt-Kt6ch K-B2 


If 7... K-Q1 instead, 2 B-Kt5S, 
QxB 3 P-B8(Q)ch, K-B2 4 Q-B8ch, 
KxKt (or 4. . . K-Q3 5 Q-QBSch, 
K-K4 6 P-Q6 dis.ch, K-B3 7 QxQch 
wins) 5 Q-BSch, K-R3 6 Q-R5 mate. 


2 P-B8(Q)! 


The tempting 2 P-Qéch fails after 
2... QxP (not 2... KxP 3B- 
BSch and White wins) 3 B-B4 (ex- 
pecting 3. . . QxB 4Kt-Q5ch) K- 
Qi! 4BxQ, and Black draws by 
stalemate. 


Ve QxQ 
3 P-Q6ch K-B3 


Other possibilities are: 

A] 3. . . QxP 4 B-B4, OxB 5 Kt- 
Q5ch, and White wins 

B] 3... K-Ktl 4 Kt-Q7ch, and 
White wins the Queen 

c] 3... K-Q1 4B-KtSch, K-K1 
5 P-Q7ch, K-B2 6 P-Q8(Q), and 
White has a winning advantage. 


4 P-KtSch KxP 
35 B-BSch KxB 
6 Kt-Q7ch 


White wins the Queen and the 
game. 
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TROITZKY 1916 


I R-B2ch K-Kt6 


THE alternative 1... K-Kt8 leads 
to this: 2Kt-K2,P-R8(Q) 3Kt- 
B3ch, QxKtch 4KxQ,P-R7 SR- 
Kt2ch, K-R1 6 R-R2, K-Kt8 7R-R1 
mate. 

2R-Bl P-R8(Q)! 

The best chance. If instead 2... 
K-Kt7 3 K-Q2, P-R8(Q) 4 Kt-Q3ch, 
K-R7 5 Kt-Kt4ch, K-Kt7 6 RxQ, 
KxR 7 K-B1, P-R7 8 Kt-B2 mate. 


3 RxQ K-Kt7 
.4 R-KB1! 


This is the key square for the 
Rook, as will later be seen. 


4... P-R7 
5 K-B4! 
Clears Q3 for the use of the Knight. 
5 P-R8(Q) 


6Kt-Q3ch  K-R7 
7Kt-Kt4ch — K-Kt7 
8 R-B2ch K-Kt8 


If8.. . K-R6 instead, 9 Kt-B2ch 
wins the Queen, or if 8. . . K-B8 
9 Kt-R2ch, K-Kt8 (or 9. . . K-Q8 
10 R-Blch) 10 K-Kt3, and Black is 
lost. 


9 K-Kt3 


Black has no defense against the 
threat of JO R-B1 mate. Had the 
Rook gone to KKtl at the fourth 
move, Black’s saving move now 
would be 9... Q-R2, while had 
the Rook moved to KR1, the defense 
9... QOR1 would prevent mate. 
As itis... . 

White wins 


BLACK has two threats which must 


. P- 


1l.. 
K-Kt2 


. BxKt. 
. K-Q2 2 Kt-Kt8ch_ fol- 


1 R-Kt8ch 
yin 
lowed by 3 KxP wins. 


be taken into account: 
If 


R8(Q) and/.. 
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K-Kt3 
Black must keep on attacking the 


Knight diagonally. Against 2. . 


2a 


— 


2 Kt-BSch 


. K- 


B3 instead, White plays 3 R-B8ch 


followed by 4 KxP. 


ROSSOLIMO oat 


K-Kt4 
. K-R4, the re- 


3 Kt-R4ch 


Here too if 3.. 
ply is 4 R-R8ch and 5 KxP. 


K-Kt5S 
K-Kt6 
K-Kt7 
KxKt 


4 Kt-B3ch 
3 Kt-R2ch 
6 Kt-Blch 


7 KxP 


8 R-Kt? 
White pins the Bishop and wins. 
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1 Kt-K8ch K-B1 


OTHER moves lose the Rook: ].. . 
K-Q2 2R-Kt7ch, or 1... K-Q1 
2 R-Kt8ch followed by 3 R-Kt7ch. 


2 Kt-Q6ch K-Q1 
3 R-Kt8ch K-Q2 
4 R-Kt7ch K-Q1 


Hoping that White will grab the 
Rook without realizing that it leaves 
Black stalemated. 


35 Kt-B7ch K-B1 


The alternative is interesting: 
5... K-K1 6K-K6 _— (threatens 
7 R-Kt8 mate) K-B1 7 K-B6, K-K1 
8 R-K7ch, K-B1 9 R-Q7, K-Ktl (or 
9... K-K1) 10 R-Q8 mate. 


6 K-B6 R-Kt2 


The Rook must stay on the second 
rank. If for example, 6. . . R-RS, 
then 7 Kt-Q6ch, K-Q1 8R-Q7 is 
mate. 


7 Kt-Q6ch K-Q1 

8 R-Kt8ch K-K 

9 Kt-BSch K-B3 
10 KtxR 


White remains a Rook ahead, and 
wins. 
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TOPSEYEV 1927 


THE setting is simple, but there is 
a wealth of ideas in this remarkable 
ending. 

1 R-R8ch K-Q2 


On 1... K-K2_ instead, the 
Knight fork 2 Kt-B6ch wins at once. 


2 R-R7ch K-Q3! 
Angling for 3 RxR and stalemate. 
3 Kt-B7ch K-B2 


Black avoids 3... K-K3 when 
4 Kt-KtSch wins the Rook, as well as 
3... K-K2 (or Q2) when 4Kt- 


KSch does likewise. 
4 Kt-KSch! 
White must not play 4 Kt-Qé6ch, 
as Black has a defense in 4. . . K- 


Q1, and his Rook is safe from cap- 
ture. 


are K-Kt3! 


But not 4. . . K-Ktl 5 Kt-Béch, 
and the Rook is lost. 


3 Kt-B4ch K-R3 
6 R-R6ch K-Kt2! 


On 6... K-Kt4 instead, White 
finishes by 7 R-Kt6ch, K-R5 8 K-B3 
(threatens 9 R-Kt4 mate) R-QKt2 
9 Kt-Kt2ch (definitely not 9 RxR 
stalemate) K-R4 10 RxR, and White 
wins. 


7 Kt-Q6ch K-Ktl 
Here if 7... K-R1 8R-R8 is 
mate, while should the King move to 
R3, Kt3 or B3, the reply 8 Kt-B8 (dis- 
covering check while attacking the 
Rook) wins for White. 


8 R-R8ch K-B2 
9 Kt-KtSch 


White remains a Rook ahead, and 


wins. 
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KAKOVIN 1951 


1 R-Rich K-K7 


THE only move, /. . . K-B7 cost- 
ing the Rook after 2 Kt-K3ch. 


2 Kt-Kt3ch PxKt 
3 R-R2ch! 


Brilliant! It’s hard to resist 3 RxR, 
only to find there is no win after 
Black moves 3. . . P-Kt7 in reply. 

Jive K-Q8 
4K-Q3 K-K8 

If 4... K-B8 5R-Rich wins 
Rook and game. 


5 K-K3 
White insists on threatening mate. 
Da ithe K-B8 


Black loses after 5. . . K-Q8 by 
6 R-Rlich followed by 7 RxR. 


6 K-B3 K-Kt8 
7 KxP K-B8 
8 R-Rich 


The move which began the attack 
—but this time it’s decisive. 

White wins the Rook and the 
game. 


No. 285] 


WHITE |L, 
to play a 


and win ,, 


BIRNOV = 


WHITE wins a piece, but is forced to 
return it. Left with Rook against 
Bishop, a draw seems the likely re- 
sult, but the weapon of “Domina- 
tion” subdues the Bishop. 


1 R-KtIch! 
Forces Black into a pin which costs 
a piece. 


Var % K-Q7 
2 R-Kt2 K-B8 
3 RxKtch K-Kt8 
4 R-B4! B-B7ch 
If at once 4. . . KxKt 5 R-R4ch 
wins the Bishop. 
5 K-Kt4 
6 K-B3! 


The Bishop now has no moves! 
The ia 


KxKt 


. B-R5 7 RxB 
. . B-Kt6 7KxB 
. . B-K8 7 R-Blch 
. . B-Kt8 7 R-Bich 
. . B-K6 7 KxB 
. . B-Q5 7 RxB 
. B-B4 7 RxB 
. B-Kt3 7 R-R4ch, K- 
Kt7 8 R-Kt4ch 
1] 6... B-R2 7R-R4ch 
White wins—by Domination! 


DANA AAAN 
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FRITZ 1951 


JUST when Black congratulates him- 
self on having rescued his imperilled 
Knights—disaster strikes! 

1 R-K3ch K-Q5 


Should Black attack the Rook by 
1... K-B5S instead, then 2 Kt- 
Kt2ch, K-Kt5 3 KxKt wins easily. 


2 R-KKt3 Kt-K5 


Hoping with this attack on the 
Rook to gain time to save his other 
Knight. 


3 R-QR3 Kt-Q4 


Any other move by this Knight al- 
lows its immediate capture. At Q4 the 
Knight is safe—but not the King. 


4 Kt-B3 mate! 


WHITE threatens the minor pieces, 
but the real object of his attack is the 
King himself. 


1 B-Kt3ch K-K4 


The King had choice of other 
squares, with these continuations: 

A] 1... K-Q3 (or B3) 2R- 
Kt6ch winning the Knight 

B] 1... K-B42 B-K6 (prevents 
the Knight from coming out) fol- 


“8 on 

lowed by 3 R-Kt6, winning the beast 

se c] 1... K-Q5 2K-B2, B-B6 
3 R-QIch, and White wins the Bishop 


Dp) J... K-K5 2R-Kt6, Kt-B4 
3 B-B2ch, K-K4 4R-Kt5, pinning 
and winning the Knight 


2 K-B2 B-Q5 
3 R-Kt6 Kt-B4 


The Knight and Bishop have man- 
aged to save themselves, but in doing 
so betray their King. White’s next 
move is... . 


4 R-K6 mate! 
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1 K-Kt4 


BOTH of Black’s pieces are now 
threatened. White could not play 
I RxB at once, as the reply J... 
Kt-QSch would cost his Rook. 


Te 2.% Kt-Q5 


Protecting the Bishop, but should 
the Bishop instead try to protect the 


Wa 7) Knight, this happens: J. . . B-Q4 
2 R-Q1, B-Ktl 3 B-B4, BxB 4 KxB, 
GORGIEV 1928 Kt-R4ch 5 K-Kt5, Kt-Kt2 (or 5... 


Kt-Kt6 6 K-Kt4 winning the Knight) 
6 K-Kt6, and the Knight is lost. 


2 K-B3 B-K7 
3 BxB KtxBch - 
4 K-Q3 Kt-Kt6 
The only square open to the Knight. 
5 R-B3 Kt-R4 
If 5... Kt-R8 6 K-K2, P-R4 
7 R-KR3 wins the Knight. 
6 R-BS Kt-Kt2 
If instead 6... Kt-Kt6 7R- 
KKtS, Kt-B8 (or 7. . . Kt-R8,8 K- 
K2, and the Knight is surrounded) 


8 R-Kt2, and White’s next move 9 K- 
‘K2 attacks and wins the Knight. 


7 R-B8 mate! 
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: y — s 1 P-R3! 
weUQ TF 
es a, A, a SURPRISING, but it is more impor- 


tant to retain the Pawn (a potential 
Queen!) than to save the Bishop. 
Had White played J R-KB3 instead, 
the continuation J... KxP 2 RxP 
leaves him a piece ahead, but with no 
win in sight. 


Y y ] er RxBch 
lad 2 K-K2 R-BS 
FRITZ 1953 Forced; if 2... R-R8 instead, 


3R-Qlich, RxR 4KxR, and White 
wins, his Pawn being beyond pursuit, 
while Black’s can never get through. 
Or if 2. . . K-B7 3 R-Q2ch!, K-B6 
4 KxR, KxR 5 P-R4, and White wins 
easily. 

3 R-Kt3ch K-B7 

4R-Kt4! RxR 


No better is 4... R-K5ch 
5 RxR, PxR 6 P-R4, and White wins. 


5 PxR 


White wins, his Pawn having ap- 
parently been destined from the start 
to be crowned. 
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KASPARYAN 1936 


y 


TO OFFSET his opponent’s big ad- 
vantage in material, Black has a 
wicked-looking Pawn on the seventh, 
ready to advance and Queen with 
check. But it’s White’s move, and 
that is worth a great deal. 


1 P-RSch K-R3 


If]... KxP 2 R-R7ch and 3 R- 
Rl, while 1]. . . K-B3 is immediate 
suicide by 2 R-B7 mate. 


2 Kt-B7ch KxP 


If instead 2... K-Kt2 3 Kt- 
KtSch, K-Ktl (or 3... K-B1 4 R- 
B7ch, K-K1 5 K-K3, and the Pawn is 
lost) 4 R-K8ch, K-Kt2 5 P-R6ch, K- 
Kt3 (5. . . KxP 6 R-R8ch and 7 R- 
R1 or 5... K-B3 6R-K6 mate) 
6 K-Kt4, P-B8(Q) 7 R-K6ch, Q-B3 
8 RxQch, KxR 9 K-RS!, and Black 
is helpless to stop the Pawn. 


3 R-KSch K-RS 


If 3. . . K-Kt3 4 R-Kt5ch, KxKt 
(4... K-R2 5R-R5Sch and 6R- 
R1) 5 R-BSch, K-Kt3 6 K-Kt4, and 
the Pawn is stopped dead in its tracks. 


4 Kt-Kt5! 
Lets Black Queen with check! 
4... P-B8(Q)ch 


Black can be coy and play 4... 
K-R4 instead, when the right proce- 
dure is 5 Kt-K4 dis.ch, K-R5 6 Kt- 
Q2 (but not 6 KtxP stalemate) and 
White wins. 


5 Kt-B3ch K-R6 
6 R-RSch K-Kt7 
7 R-R2 mate 


NO LONG-DRAWN out battle this. 


White disposes of his opponent with 


four vigorous moves. 


K-Kt4 


1 R-R8ch 
The alternative is 1]. . 


. K-Kt5, 


when 2 Kt-B6ch wins the Queen by 


discovered attack. 
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WHITE 
to play 


. QxR being 


Now the Queen is held to one 
met by 3 Kt-B7ch winning the Queen. 


move, the capture2. . 


PLATOV 1914 


K-B5 


What else is there? If 3. . 
Kt3 (or B3) 4¢R-R6ch wins the 


3 Kt-B7ch 


. K- 


. K-Kt5 4 Kt-KSch 


Queen, or if 3.. 


does likewise. 


4 R-R4 mate! 
A problem-like mating position 
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HORWITZ AND KLING 1851 


WHITE plays a combination de- 
signed to win the Queen. The tactical 
tricks making up the combination are 
the Pin, the Double Attack, and the 
Knight Fork, demonstrated by the 
Rook, the Pawn and the Knight re- 
spectively. 
1 R-R4ch K-K4 


On 1... K-B4 2 R-RSch wins 
the Queen at once. 
2 R-RS5 P-B4 


If 2... QxR instead, 3 Kt-B6ch 
wins the Queen. 


3 RxP QxR 
4 P-Q4ch KxP 


Or 4... QxP 5 Kt-B6ch, attack- 
ing King and Queen. 


5 Kt-K6ch 


White wins the Queen and the 
game. 
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BRON 1927 


DESPITE her great mobility, the 
Queen is caught and subdued by the 
Knight and Rook working together in 
perfect harmony. 


I R-B8 Q-R6 


If 7... QxR (orl... Q-B2) 
2 Kt-Q6ch wins the Queen. 


2 Kt-Q4ch K-Kt3 


The only flight square, as moving 
to the Rook file loses by 3 R-R8ch. 


3 R-Kt8ch K-B4 


The alternatives 3... K-B2 or 
3... K-R2 let King and Queen fall 
into the Knight’s clutches by 4 Kt- 
Kt5Sch. 


4 R-Kt5ch K-Q3 
5 R-QSch K-K2 


Here too 5. . . K-B2 is met by 
6 Kt-Kt5ch. 


6 R-QRS! 
Shifting the attack to the Queen. 
6... QxR 


It is either this, or 6. . . Q-Q3 
when 7 Kt-B5ch wins the Queen. 


7 Kt-B6ch 


White wins the Queen and the 
game. 
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DAINIEKO 1951 


I P-Kt7! 


WHITE begins with a _ powerful 
threat: 2 R-R8, pinning the Queen. 


/ ener K-B2 


The best defense, 7. . . BxP com- 
ing to grief after 2 R-R8, K-B2 (if 
2... K-K2 simply 3 RxQ wins) 
3 BxB, QxP (on 3...QxB 4P- 
Kt8(Q) wins) 4 R-B8 mate, while 
if J. . . QxKtP 2 P-Q7 dis.ch, K- 
B2 3 P-Q8(Kt)ch, and King and 
Queen are impaled. 


2 R-R8 QxKtP 
3 R-B8ch! KxR 
4 P-Q7 dis.ch K-B2 


Unpins the Pawn, which can now 
advance. 


5 P-Q8(Kt)ch! 


Definitely not 5P-Q8(Q), when 
Black wins by 5. . . Q-Kt8ch 6 K- 
R8, Q-KR8 mate. 

Sop ee K-K1 
6 KtxQ 


White wins 


BRON 1946 


CHESS can never fail to be exciting 
as long as the lesser force outwits the 
greater. 


1 R-RSch K-K3! 


Best, as 1... P-B4 allows the 
brutal continuation 2 RxPch, QxR 
3 BxQ, KxB, and White wins an easy 
Pawn ending, while 7... K-Q5 
2 P-K3ch is of course unthinkable. 


2 B-Kt3ch P-Q4 
3 RxP 


Threatens to discover check, and 
win the Queen. If for example, Black 
plays 3... QxKtP 4RxP disch 
wins for White. 


Bian’ QxBP 


To which White can not reply 4 R- 
KBS dis.ch, as Black simply captures 
by 4... KxR. 


4 P-Q4! 


Now the idea is to continue with 
5 R-KSch, K-Q3 6 R-K6 mate. 


ee P-B4 


Clears a flight square for the King 
at B3. 


5 P-K4 QxKtP 


If instead 5... PxP 6 R-Q8ch, 
K-B3 (or B4) 7 R-B8ch and White 
wins the Queen. 

Despite the fact that Black’s Queen 
is out of danger (even to the point 
that she threatens the Bishop) White 
engineers a sparkling finale. 


6 R-Q6 dble.ch! KxR 
7 P-KSch K-B3 
& P-OQS mate! 
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WOTAWA 1952 


ONE’S first impression is that White 
should be happy to draw against two 
such menacing Pawns on the seventh. 
But White has a win—and a pretty 
one it is. 


I R(RS5)-QRS 


Threatens to win by 2 R(R8)-R6 
mate. 


| ee K-B3 

2 K-B8 
Renews the mate threat. 
nae K-Q3 


3 K-Q8 K-K3 


If the King returns, then this hap- 
pens: 3. . . K-B3 4 R-B&8ch, K-Kt2 
(on 4. . . K-Kt3 5 RxP, P-Kt8(Q) 
6R-Kt8ch wins the Queen) 5R- 
KtSch, K-R2 (or 5... K-R3 
6 RxP, P-R8(Q) 7 R-R8 mate) 6 K- 
B7 (threatens 7R-RS mate) P- 
R8(Q) 7R-Kt7ch, K-R3 8 R-R8 
mate. 

Another possibility is 3... K- 
B3 4R-B8ch, K-Q3 5 R(RS5S)-BS, K- 
K3 6K-K8, K-B3 7R(B8)-B6ch, 
K-Kt2 8 R-KtSch, K-R2 9 K-B7, P- 
Kt8(Q) 10 R-R5 mate. 

4 R(R8)-R6ch K-B2 
5 R-BSch K-Kt2 
6 R-Kt5Sch K-B2 


Here if 6...K-R2 7Rz&P, P- 
Kt8(Q) 8 R-R2 mate. 
7 R(Kt5)-Kt6 P-Kt8(Q) 
8 R(R6)-B6 mate 


Y 


PLATOV 1927 


WHITE’S every move must be a 
hammer blow, or else the Queen will 
wrest the attack from him. 


1 R-R4ch K-Kt4 


2 R-BSch K-B3 
3 R-R6ch K-K2 


The King must come closer to the 
Rooks, as 3. . . K-B2 instead is fa- 
tal after 4 R-B7ch followed by 5 R- 
R8&ch. 

4 R-B7ch K-Q1 
5 R(B7)-KR7 

Attacks the Queen, and also 

threatens 6 R(R6)-R8 mate. 
Doe 2 Q-Kt7 


If instead 5. . . QxR 6 R-R8&ch, 
K-B2 7 R-R7ch wins the Queen. 


6 R(R6)-R8ch QxR 
7 R-R8ch 


White wins the Queen and the 
game. 
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NO LESS than three out of the four 
Rooks are sacrificed before White 
can chalk up a victory. 


1 R-K1ch K-B4 
2 RxR 


Wins a Rook, but it’s only for a 
moment. 


Die ais K-B3 


Attacks the Rook while threaten- 
ing mate on the move. 


3 R-B7ch! KxR 
4 P-Kt7 R-B3ch 


So that the Rook can gain time to 
get behind the Pawn. 


5 K-R7 R-QKt3 


The alternative 5... R-B4 
(threatening mate) succumbs to 6 R- 
KB2!, RxR 7 P-Kt8(Q), and Black 
has no mate at R7, since White’s 
Queen controls that square. 


6 R-R7 


Now Black must guard against 
7 P-Kt8(Q)_ dis.ch, followed by 
8 OxR. 


6... K-K3 


If the King moves to the first rank 
instead, say by 6... K-K1, then 
simply 7 R-R8ch followed by Queen- 
ing the Pawn wins for White. 


7 R-R6! 


Pins the Black Rook, thereby re- 
moving its pressure on the Pawn. 
Taso RxR 
& P-Kt8(Q) 


White wins 


RINCK 1922 


KNIGHTS were never more agile 
than these Rooks, who drive the King 
out into the open and weave a mating 
net around him. 


1 R-BSch K-K1 
2 R-K7ch K-Q1 
3 R-Q7ch K-B1 


Black has no chance after 3... 
K-K1, when 4 R-QRS, R(Kt6)-Kt3ch 
5 K-B7 leaves him helpless to avert 
the mate at R8. 


4 R-BSch K-Kt1 
3 R-KtSch K-R1 


If 5... K-B1 instead, 6 R-B7ch, 
K-Q1 7 R-Kt8 mate. 


6 K-B7 
Threatens 7 R-RS mate. 
6... R(Kt6)-Kt4 


On 6... R(Kt1)-Kt4 instead, 
White mates in three, beginning with 
7 R-Q8ch. 


7 R-Q8ch K-R2 


Or 7... RxR 8 RxR, and Black 
Must give up his remaining Rook to 
prevent mate. 


8 R-Kt7ch K-R3 
9 R-Q6ch K-R4 
10 R-R7ch K-Kt4 
11 R-Kt6ch K-B4 

12 R-RS mate 
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WOTAWA 1916 


WITH his pieces so widely scattered, 
and threatened with capture as well, 
how can White hope to win? 

Strangely enough, though all his 
pieces are removed by capture, White 
does manage to force a win. 


1 B-KSch! KxB 


On J... KxP instead, the reply 
2 B-B2ch wins the Rook. 


2 P-Kt7 R-Ktl 
3 B-Kt3! 


Threatens to Queen the Pawn next 
move. 


Sid RxBch 


This looks good, as the Bishop is 
captured with check. 


4 Kt-B3ch! 


Now Black isin check, and has no 
time to bring his Rook back to Ktl. 


4... RxKtch 
5 K-Kt2! 

The Rook has been lured to this 
square by two successive sacrifices, 
and can no longer stop the Pawn from 
Queening. 

White wins 
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